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INTRODUCTION 


WELCOME TO THE SHADOW WATCH TEAM 


Red Storm Entertainment has a long history of breaking the mold to come 
up with the new and different. Shadow Watch is no exception. This game 
takes strategy by storm. Where previous such turn-based games can take 
awhile to set up, Shadow Watch has you in the middle of the action in just 
a couple of minutes. 

At a time when so many games incorporate high resolution and 3-D 
graphics that require the latest computers to run, Shadow Watch takes a 
different course. It has a distinctly comic-book feel, with its dark shading 
and hand-drawn art. Its story line is ever-changing. You can customize its 
162 campaigns and single missions for virtually limitless possibilities. 

I must warn you: Shadow Watch is very addictive. Between trying to 
beat a high score and getting through the campaign game, you'll play on and 
on. “Just one more mission. .. .”: how often I have told myself that, again and 
again, long into the night. 

Shadow Watch puts you in command of a team from SWORD, the 
security arm of Uplink International. This corporation is working on the first 
permanent international space station to support future exploration of the 
solar system and beyond. But incidents at their sites in Hong Kong, Rio de 
Janeiro, and Baikonur have caused problems—problems you must solve. 


HOW TO USE THIS GUIDE 


Because Shadow Watch is different each time you play, it’s impossible to 
provide a step-by-step walkthrough for each and every mission. What this 
guide will do is help you to become a master Shadow Watch team leader. 

Chapter 1 goes over game basics and provides fundamental tactics to use 
in any mission. Chapter 2 gives you the scoop on each of the six Shadow 
Watch operatives. You'll find information on their abilities and suggestions 
for using them. Look to Chapter 3 for general strategies and tactics for each 
of the eight mission types. In chapters 4 and 5, you'll find tips, hints, and 
information on the single-mission and campaign game, respectively. 

Finally, chapters 6, 7, 8, and 9 run down information for all 18 locations, 
including the factions and contacts in each. You'll find these chapters useful 
for both single missions and the campaign. Chapter 9, for the campaign 
alone, covers the final, secret mission. 
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CHAPTER ONE 


SECURITY 
PROCEDURES 
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S hadow Watch’s interface is simple and intuitive. This makes for a game 
that’s easy to learn. But with its challenging missions and campaigns, 
Shadow Watch takes time to master. 

The paragraphs that follow cover the game’s basic workings, as well as 
tactics suited to an experienced leader of the Shadow Watch Team. 


STARTING A MISSION 


In Shadow Watch, you may play a single mission of your own creation for a 
high score, or try to beat the high score of a mission created by someone 
else. You also may play a series of linked missions that reveal a story line, 
called a campaign game. Regardless of the game type you choose, you first 
must select the operatives you want to take along. 

Each mission type allows for a given number of operatives. To pursue an 
Assault Mission, for example, you may take up to six operatives; a Raid mis- 
sion limits them to three. Raze and Surveillance missions require you to take 


From the main menu screen, you may choose 
to play a single-mission or campaign game, or to 
load a saved game. 
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Rafael and Gennady, 
respectively, because only 
they can fulfill mission \\ 
objectives. U 
After you choose your e You needn't take the 
team, click on Proceed to maximum number of operatives 
start the action. in any mission. In fact, you can 
take only one, if you like. 


PLAYING A 
MISSION 


After a mission starts, it 


proceeds by turns. Each operative and The MAPI 
enemy can perform a number of actions system 
per turn. The number of actions and the determines the 
order in which combatants take turns is combatants’ 
based on the Morale—Action Point Initiative turn order. 


System (MAPI). The MAPI system orders 

combatants according to their current 

number of action points. Those with the most action points go 
first. In case of a tie, those with higher Morale, and then 
higher Rating and Level, go first. This ordering of combatants 
is called “Initiative.” 


ACTION POINTS 


During a turn, each combatant spends action points to per- 
form various actions. Each action costs 1 action point. When 
all the action points have been spent, the next combatant in 
the queue acts, until all combatants have used all their action 
points. This ends the turn. For the next turn, the MAPI sys- 
tem orders the combatants again. There’s no guarantee the 
same operative will go first from turn to turn. 

Each combatant begins with 3 action points. (Archer 
receives 4 if he’s trained in the Initiative skill.) During the 
course of a mission, combatants can receive more points. 
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At the end of every turn, 
combatants who can't see the 
enemy lose an action point, 
until the base amount of 3. 


Bear has 3 
action points. 
How should 
he spend 
them? 


Each gets an additional action point the first time he or she hears a loud 
noise or spots an enemy. Thus, an operative who spots an enemy, and then 
sounds an alarm, receives 2 additional action points. 

Combatants also acquire action points when they’re shot at. The first 
time an enemy fires, the combatant gets 1 extra action point. If the combat- 
ant is hit, another point accrues, whether there’s damage or not. Another 
action point is added each time a combatant is within a grenade’s blast 
radius, or sees a friend break or get hit. Combatants may acquire a maxi- 
mum of nine extra action points this way. 


MORALE 


Having 9 action points to L 
spend may seem exciting, but Once he’s trained in the 
consider Morale. A combat- Bolster Morale skill, Archer 


ant’s Morale rating reflects >. a, 

; pi f increases all operatives Morale 
one’s ability to withstand : 

by one, including his own. 

combat pressures. 

When combatants action Kazakh warlords do the same. 
point totals equal their Order of Light priests can 
Morale, they hesitate. That is, increase their minions Morale 


they'll stay put and do noth- by two! 
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M 4 e 


Gennady panics: look at him run for cover! 


ing beyond perhaps changing the direction they face. Operatives who hesi- 
tate aren’t under your control. 

If the action point total exceeds Morale, combatants “break” in one of 
three ways: they may panic, go berserk, or dive for cover. Combatants 
remain broken until their action point totals equal their Morale, when they 
hesitate, instead. 

Gennady and a few enemy combatants panic when they break, and flee 
wildly. They’re no longer under control and will run from the nearest threat, 
usually through a door. It may seem OK to get Gennady out of the line of fire, 
but he may well run into an unexplored room and right into another enemy. 
Not good. 

Bear, Rafael, and a few enemy combatants go berserk when they break, 
running toward the nearest enemy until adjacent (or two tiles away for 
Rafael and other grenade-throwers) to attack. If no enemies are visible, 
they'll run to where they think the enemies might be. Bear and Rafael can 
get into trouble in a hurry if they run into a group. 

Archer, Lily, Maya, and most enemy combatants dive for cover when 
they break. Combatants who dive for cover will evaluate all tiles in their 
action-point radius, find the one that affords the best cover and distance 
from all enemies, go to that tile, and kneel there. They also may shoot at ene- 
mies once they feel more secure. 
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e After Archer trains in 
the Iron Will skill, he can 
no longer break, or even 
hesitate, because his Morale 
increases to 10. Enemies 
who shoot at the Iron 
Archer had better watch 
out. Imagine what Archer 
could do in a single turn 
with 7 action points under 
your control. 


ACTIONS 


Each action a combatant takes costs 1 action point. Actions break down into 
six categories—movement, posture, interact with environment, use a 
weapon or equipment, hand-to-hand combat, and covering. The Shadow 
Watch game manual covers these in detail. The following sections briefly 
examine each. 


MOVEMENT ACTIONS 


Use movement actions to maneuver combatants around the mission game 
area. They can walk forward or backward, turn left or right, sidestep left or 
right, and run two tiles forward. Sidestepping allows a combatant to face one 
direction while moving laterally—good for stepping around a corner or 
through a doorway. Running covers twice the distance per action point, but 
affects weapon accuracy. 
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f 


Running is a good way to cover a lot of 
ground when enemies aren't around. 


POSTURE ACTIONS 


Kneeling, rising, or standing 
are posture actions. Standing 
combatants may kneel to 
decrease chances of enemy 
detection or to avoid weapons 
fire. A kneeling combatant can 
perform all actions (except 
moving to another tile), 
including turning right or left. 
When hit, combatants fall to 
the ground. Prone, they can 
do nothing. Use the Rise 
action to go to a kneeling pos- 
ture; then use another action 


point to stand. Kneeling halves the enemy's chance 
to hit an operative. 
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USE A WEAPON OR EQUIPMENT 


Combatants must interact with their environment in many ways — opening 
doors, picking up items, securing hostages, picking locks or knocking down 
locked doors, and the like. Such movements include firing guns, throwing 
grenades, and even using 
scanners. (Refer to the 
“Resolving Combat” section 
later in this chapter.) 


HAND-TO-HAND D D 
COMBAT ay ‘ 

Lily’s Martial Strike and 
Bear’s Smash Enemy attacks 
allow these operatives to 
attack in silence. The attacks 
are always effective: the 


enemy goes down for the SS 
count. Chinese Army Special ~ 
Forces and Triad Goons Lily gives an enemy a swift kick. 


attack this way, as well. 


COVER 


“Cover” isn’t really an action, 

but it is a command you can 

> issue to a combatant. It ends 
the combatant’s turn immedi- 
ately, and reserves all remain- 

ing action points as cover 

A points for reacting to enemy 
Žž ; actions. For example, if a com- 
i batant with cover points spots 

an enemy spending an action 

R point, the combatant will fire 


at the enemy automatically. 

It's often a good idea to save that last action Covering is important, tacti- 

point for covering. Try to find spots with a 
good field of fire. 


cally. We’ll examine it in 
greater detail in a later section. 
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RESOLVING COMBAT 


Before firing your weapons, you first must understand the Shadow Watch 
combat system. 

Each combatant has a Base Accuracy. (To learn these values, refer to 
Chapter 2, “The Operatives,” as well as chapters 6-8.) Base Accuracy is the 
combatant’s percentage chance to hit an enemy. A number of things can 
modify this percentage. 


% Base Accuracy is halved when the combatant fires at a kneeling or 
crouching target. 


% Base Accuracy is quartered when the combatant fires at a target 
who lies prone or kneels behind cover. 


% Running before firing in the current turn halves Base Accuracy 
again. 

% Each time a combatant fires and misses, Accuracy for the next shot 
at the same target doubles, to a maximum of 99. Distance to the tar- 
get has no effect. 


Say, for example, Archer wants to fire at a target. Archer’s Base Accuracy 
is 60; that is, he has a 60 percent chance of hitting a standing target. If 
Archer runs before firing, his Accuracy decreases to 30 percent. In this case, 
Archer doesn’t run, but the target kneels in the open: Archer fires with a 30 
percent chance of hitting the target. He misses and fires again, this time with 
a 60 percent chance of a hit. He misses again. The third shot has a 99 per- 
cent chance to hit (60 percent x 2 = 120 percent; 99 percent is maximum 
Accuracy). He’ll hit this time. 


GRENADES 


Grenades aren’t thrown at targets, but into a tile. Notice that Rafael has no 
Base Accuracy. Instead, his chance to throw a grenade into a tile is based on 
distance to the targeted tile. Running is the only modifier, halving the 
throw’s Accuracy. If the grenade misses the targeted tile, the next throw at 
the same tile doubles in Accuracy, to a maximum of 99 percent. Unlike stray 
bullets, which miss their target and have no effect, grenades that miss the 
targeted tile will fall in another tile. They can even bounce off walls! Take 
care throwing grenades when operatives are near the targeted tile. 
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% 


U With the exception of 
Gennady, who doesn't carry 
a weapon, all operatives can 
increase their Base 
Accuracy through training, 
Also, for every two missed 
shots, a combatants Base 
Accuracy increases by 
one. Rafael’s 
Accuracy skill 
increases his 
percentage chance to 
put a grenade into a 
tile at all ranges. 


DAMAGE 


When a bullet hits, it knocks 
the target to the ground and Rafael blasts an enemy with a well-thrown 


has a percentage chance of grenade. 


causing damage equal to the 

weapon’s Power. Weapon Power varies from operative to operative. For 
example, Archer’s submachine gun has a Power of 70; Lily’s pistol has a 
Power of only 50. If both hit a target, Archer is 20 percent more likely to 
cause damage. Training increases Power. 

Damage eliminates any enemy. Because operatives wear body armor, 
they can take more damage before they die. The first hit with damage cracks 
the armor. The second hit of damage wounds the operative. Further damage 
is lethal. 
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Grenade damage works 
differently, depending on 
grenade type. Concussion 
grenades knock down any 
combatant in the tile they 
land in automatically, and 
have a 75 percent chance 
of doing the same to those 
in adjacent tiles. A 
knocked-down combatant 
has a 50 percent chance of 
receiving damage. Proxim- 
ity grenades work the same 
way; if they don’t detonate 
immediately, they will when a combatant moves adjacent. 

Gas grenades take out any enemy they knock down. They’ll knock down 
the enemy in the tile they land in automatically, and have a 50 percent 
chance of knocking down those in adjacent tiles. Thanks to their special 
armor filters, operatives are unaffected by gas grenades. Because these 
weapons are silent, they’re good for stealthy missions. 

The powerful frag grenades knock down anyone in the tiles they land in 
automatically, and can knock down others up to two tiles away. The per- 
centage chance to do this depends on combatant posture and obstructing 
cover. Anyone knocked down has an 80 percent chance of being damaged. 


U Training increases Bear's 
armor rating by up to two 
more hits of damage. It 
increases other operatives 
armor ratings by one more 
hit of damage. 


TACTICS 


You understand Shadow Watch basics. Now it’s time to use this information 
tactically to keep your operatives alive and well. Once you're familiar with 
the game, you may come up with tactics of your own that better suit your 
style of play. 

Keep in mind the following rules of thumb. 
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LOCATE THE 
ENEMY 


Sean, scan, scan. Except in 
Defend missions, when you 
know where the enemy will 
arrive, you should always 
take Gennady along. Know- 
ing what waits on the other 
side of a door or wall keeps 
your operatives safe and gets 
them across open areas 
quicker. Keep Gennady up 
with the rest: movement has 
no effect on scanner accu- 
racy, so keep him running. 
Have him scan the rooms 

ahead and to the sides to 

spot sneaky enemies. 

Gennady’s scanner also 

tells you the direction the 

enemy faces, so you'll Use Archer's Snake 


know whether you can Eyes skill to see past 
sneak up from behind or 


sneak past. 


Gennady can use his scanner to locate ene- 
mies. You can see two to the south, but two 
more lurk in the office to the northwest. 


closed doors. 


MOVE 
APPROPRIATELY 


If you know there are no enemies nearby, go ahead and run. If there’s no one 
to fire at, preserving Accuracy is a waste if you can get your operative into 
position quicker. However, if you’re unsure who waits in the next room, or 
when there’s an enemy nearby, walk. Running can throw off your first shot, 
and you may not get the chance for a second. 

When enemies approach, consider kneeling. Although it costs an action 
point, and another to stand when you want to move again, kneeling halves 
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enemies’ chances to hit your operative. During a Defend mission, always 
kneel once you get your operative into a good firing position. In most cases, 
however, your operatives will be advancing. If you must choose between 
kneeling and taking a second shot, shoot. 


COVERING 


Covering is crucial tactic. Only Archer and Lily can convert their remaining 
action points to cover points before the alarm sounds. Then Bear and Maya 
can cover, as well. Rafael and Gennady never cover. 

When you know enemies lurk nearby, or if you’re unsure, it’s always best 
to use your last action point for covering. If an enemy comes into an opera- 
tive’s line of sight, the operative gets the first shot. 

Before covering, consider how you can spend your last few action points. 
To approach an enemy waiting in another room, you'll spend 1 action point 
to open the door and 1 action point to enter (if the enemy isn’t visible 
through the doorway); this usually leaves only 1 action point to shoot with. 
Instead, open the door and cover. If the enemy doesn’t come to you, pursue 
him or her on the next turn. 

Even when an operative hits and knocks down an enemy, sometimes the 
bullet causes no damage. Your operative has only one or two shots left. What 
should you do? Firing at a prone enemy quarters your Accuracy, so instead 
cover with your remaining action points. The enemy’s first action will be to 
rise to a kneel, which dou- 
bles your Accuracy again, 
and you may shoot first. 
Even if you don’t take out 
your target, you may 
knock down your foe 


Covering through a 


again, or cause the enemy >. 

to breaks As a tale then window shields an operative 
” m > 3 

never fire at enemies who and often allows him or her 

lie flat on the ground. to take out enemies moving 


Instead, cover and wait for toward teammates. 
them to rise. (This rule 
doesn’t apply to Rafael 


and his grenades.) 
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WORKING AS A TEAM 


Except during Assault missions, when your team usually will be divided, and 
Defend missions, which start your operatives scattered around a location, 
try to keep your team together for support. 

For example, going through a door is one of the most dangerous actions 
an operative can perform. Unless Gennady has scanned the room beyond, 
you won't know what or who awaits you there. Therefore, it’s important to 
use at least two operatives: position one directly in front of the door and the 
other adjacent, facing the door at an angle. Order one to open the door, and 
then wait. This saves the remaining action points for later. 

On the other operative’s turn, he or she can fire at any visible enemies, 


using as many action points 
as it takes. If enemies remain 
in the room, the first opera- 
tive can use the remaining 
action points to close the 
door for protection from 
return fire. Use the last point 
or two to cover the door and 
take out enemies who open 
it. Repeat until the room is 
clear. 

Or kneel the door-opener 
next to the door and stand 
the shooter behind to fire 
over the door-opener’s head. 

If you’re concerned about 
enemies sneaking up from 
behind, position a third oper- 
ative facing that direction 


These operatives work together to clear 
the room beyond the door. 


with orders to cover. In early campaign missions, when Maya’s ability to 
shoot and move is limited, this is a good role for her. 
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AMBUSHING 


There’s nothing like a good 
ambush—as long as you’re 
not on the receiving end. 
You'll use these often dur- 
ing Defend missions, but 
they’re effective whenever 
an enemy pursues you. 

The key to a good 
ambush lies in positioning 
your operatives to limit 
their exposure. For exam- 
ple, if you’re waiting for the 
enemy to come through a 
door, don’t stand in front of 
it. Instead, position your 
operative next to the wall 
to one side of the door. Now the enemy can fire at you only from the door- 
way tile. 

Also, position operatives opposite each other to catch the enemy in a 
cross fire. This way the foe can’t attack both without changing direction. 


Concentrate your firepower on a narrow 
point during an ambush. 


STEALTHY MISSIONS 


Stealth is critical to successful Theft and Surveillance missions, but it’s use- 
ful in other mission types, as well. Single missions award bonus points when 
you get through them without setting off an alarm, for example. Always try 
to stay as quiet as possible for as long as you can. 

If stealth is your goal, take only those Operatives who can function qui- 
etly—Archer, Lily, and Gennady. Rafael can go only if he carries gas 
grenades. Gennady is necessary because he can locate enemies and indicate 
which direction they face. If you must choose between Archer and Lily, take 
Lily. Her Martial Strike attacks are great for stealthy missions. In most mis- 
sions, you can bypass enemies if they’re not in your path, walking around, 
or looking toward you. If you must take one out, try to approach from 
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beyond the enemy’s line of 
sight. Run Lily toward a 
target and take the foe 
down with a Martial Strike, 
not a pistol shot. The strike 
is always effective, the pis- 
tol only sometimes. Even if hi | 
you hit the target, you 

must cause damage or the 

enemy will sound an alarm. 

Gennady can open 
doors to save Lily an action - 
point, or pick locks to get 
through locked doors. If 
your team includes only 
the two of them, consider 
ordering Lily to wait until 
Gennady can sean for the 
current turn. Once they 
pinpoint the enemies, Lily can move in to take them out. 

After Rafael has gas grenades, he can help on stealthy missions, espe- 
cially if he also has the Accuracy skill. Rafael can take down enemies from a 
distance that Lily might not be able to cover in a single turn. 

Even when stealth isn’t required, it’s a good idea to keep things quiet. 
Once the alarm sounds, all enemies will approach. Lead with your stealthy 
operatives, keeping the rest close by for their firepower. If you must order an 
action that will make noise and trigger an alarm, make sure all your opera- 
tives are ready for the consequences. 


Gennady and Lily work well together 
on stealthy missions. 
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A. leader of a SWORD security team code-named Shadow Watch, you 
have command of six highly trained operatives. Each has unique skills. You 
can’t assign them all to most missions; only the Assault mission allows you 
to use all six. At the start of each mission, then, you must decide which oper- 
atives are best-suited for the tasks at hand. 

To make such decisions, you must get to know each operative. Study 
their skills, strengths, and weaknesses. 

As they complete their campaign missions, your operatives gain experi- 
ence that enables them to learn new skills and become deadlier and more 
effective. The training chart for each operative lists all the skills available. All 
operatives begin with one basic skill and may train in nine others. Six of the 
new skills have prerequisites. 

During single missions, however, you can train your operatives in as 
many skills as you want. They need no experience points. However, each 
skill they gain increases the mission’s difficulty to balance the improvement. 


ABANDONED BARRACKS 
CONTROLLED BY RANDOM 


[ SELECT MAP [ereer FACTION 


| DEFEND f RESCUE 
f KIDNAP [SURVEILLANCE 
I RAID | THEFT 


[ TRAIN 
[PROCEED [WAIN MENG 


Six highly trained operatives make up your 
Shadow Watch team. 
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IAN ARCHER 


Ian Archer is the leader of Shadow Watch. This tall, 
black Englishman was born to the gentry outside 
London but chose a life of leadership and action as 
an officer in the SAS (Special Air Service). Archer 
retired early when the Corporation offered him a 
position with higher pay and greater autonomy. 
Archer is the soul of the team. His unruffled 
poise and obvious dedication to the other team 
members make him the one others turn to in a cri- 
sis. Although he’s well-educated, he doesn’t try to 
be the team’s “smartest” operative. Although he’s 
the consummate combat professional, he’s content 
to let the others turn the tide in conflicts. Archer is 
decisive, fair, and utterly dedicated to each mis- 


sion’s goals and to the team as a whole. His is the voice of reason. 

Archer carries a silenced submachine gun—the Heckler and Koch MP5- 
SD5. It provides a sufficient firepower and allows him to engage enemies 
with minimal chance of setting off an alarm. Training can increase Archer’s 
Base Accuracy of 60; his submachine gun’s Power is 70. 


SKILLS 


COORDINATE 


Archer always has the Coordinate skill. When he’s 
present on a mission, operatives may use more 
than one entry area. Otherwise, all mission oper- 
atives must use a single entry area. 

This skill is a good reason to include Archer 
on a mission. You should divide your team only 
when you have at least four operatives. Time is a 
factor in single missions, and taking Archer along 
allows you to split up your team and cover more 
ground in less time, increasing your scoring 
potential. 


19 


Archer's Training Chart 
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INITIATIVE 


Archer is prepared to act quickly and efficiently in tactical situations. Learn- 
ing the Initiative skill increases Archer’s action point total by one. 

This is a good skill for early training. The extra action point can be use- 
ful for covering. 


BOLSTER MORALE 


When Archer learns the Bolster Morale skill, his presence fortifies and 
encourages the team. Including him in a Mission adds 1 to all operatives’ 
Morale, including his own. 

As befits a leader, several of Archer’s skills affect other operatives. Bol- 
ster Morale can keep a mission from turning to disaster during a firefight 
with lots of enemies. Be sure to train Archer in this skill early in the cam- 
paign, as well as for single missions. 


ACCURACY 


When Archer spends quality time down at the corporate firing range, his 
Accuracy rises by 20. 

Because Archer begins with a Base Accuracy of 60, this skill increases 
it to 80. It’s prerequisite to other skills that increase Archer’s submachine 
gun’s rate of fire. Of the first three skill choices, Accuracy is third in order 
of training. 


SNAKE EYES 


Blocked sight lines are the bane of close-quarters combat. Technology and 
training provide the solution—a fiber-optic camera attached to the barrel of 
Archer’s MP5. The Snake Eyes skill enables Archer to extend his vision a few 
feet ahead. If Archer has no other red Action icon showing (that is, no reti- 
cle), and he isn’t facing a wall, he may extend his Snake Eyes into the tile he 
faces. This allows him to see the area as if he were standing in the tile in 
front of him. This skill lends itself to a variety of situations, including peer- 
ing around corners and through closed doors. 

Snake Eyes comes in very handy, especially if Gennady isn’t in the mis- 
sion, or is scanning another area. You'll use this skill often to look around 
corners, but the ability to see through closed doors has even greater value. 
Don’t delay long in training Archer in Snake Eyes. 
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RALLY 


Archer learns how to motivate a teammate under the most adverse condi- 
tions. After he gains the Rally skill, Archer can calm a broken operative: as 
he stands in an adjacent tile, a white Rally icon will appear above the bro- 
ken operative. Archer may then execute a Rally action on the operative. The 
operative keeps the same action point total, but is no longer broken. 

During some missions, you'll find this skill vital for keeping your opera- 
tives alive—Gennady in particular. When some operatives break, they run 
in a random direction—possibly even into the enemy’s sights. Using the 
Rally skill, Archer can calm them. Because they retain their action points, 
they can spend them to get out of trouble or clear out the enemies that 
caused the break in the first place. 


BURST FIRE 


With practice, Archer gains better control of his automatic weapon. Now he 
may use Burst Fire to target two enemies in adjacent tiles. In addition to his 
normal reticle, Archer displays a reticle on an opponent in an adjacent tile. 
The chance to hit the additional target is half Archer’s normal chance to hit. 

This skill may sound useful, but in truth two enemies seldom will be 
adjacent to one another. This doesn’t mean you should skip this skill, how- 
ever. On the contrary—it’s prerequisite to the Full Auto skill, which is far 
more useful as the missions become more difficult. 


GO CODE 


After the team has trained long and hard together, they become a single 
operating unit, with one mind and one goal. Archer plans each mission, and 
ties the plan together at key moments with single-word spoken commands 
over the team’s radio systems. When Archer learns the Go Code skill, the 
team has learned a special, on-the-fly scramble code. If Archer has no other 
white Action icon showing, he displays the Go Code white Action icon. Once 
he activates it, the entire team responds to his command. The current com- 
bat turn ends immediately. A new Initiative order is drawn up. All operatives 
take a normal combat turn, but no opponent gets a turn (cover points still 
hold). Archer may call a Go Code only once per mission. 

Go Codes can provide a very effective means for overcoming difficult sit- 
uations. Use them when your team is overwhelmed or when an operative is 
in trouble. The “free turn” usually will be enough time to neutralize threats 
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and regroup your force. 
You may be tempted to 
save the Go Code for some 
later emergency, but more 
often than not you won’t 
need it later, and it will go 
to waste. 


$ | 
% 


Because Archer usually 
goes first for a turn, using 
the Go Code at the start can 


waste some of your operatives 
action points (as well as those 
of the enemy). Instead, give 
Archer the Wait order and let 
a few of your operatives take 
some shots or get into 
position for the free turn. 
Then, when you're ready, use 
the Go Code and get to work. 


IRON WILL 


With practice and experi- 
ence, Archer’s knowledge 
of the battlefield and com- 
mand of himself crystal- 
lizes into a force of will. 
This Iron Will prevents 
Archer from suffering 
the effects of Morale. 
Never again will he hesi- 
tate or break. His Morale 
becomes 10. 

This is a great skill. 
With its six prerequisites, 
it’s also the most difficult for Archer to acquire during a campaign. With Iron 
Will, Archer becomes a machine. If an enemy doesn’t kill him, he’ll just keep 
going and going. In fact, the more he’s shot at, the more action points he 
accrues, until he becomes virtually a one-man army. 


FULL AUTO 


Archer’s training in weapons handling culminates in the ability to fire his 
MPSSD in fully automatic mode. When Archer learns the Full Auto skill, he 
no longer fires short bursts. The reticle appears on every opponent visible to 
Archer. Archer may execute a Fire Action against every opponent he can 
see, using his Base Accuracy for each. 

This is one of the most valuable skills available to any operative in the 
game. Because Accuracy is a prerequisite, Archer has an 80 percent base 
chance of hitting all enemies he can see. Of the higher-level skills, Full Auto 
is the one you'll use most. In fact, instead of getting all the first- and second- 
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level skills, consider going straight for Full Auto. It takes only three training 
sessions to get it, and then you can use it for the remainder of the campaign. 


TIPS FOR USING ARCHER 


Archer is the most useful operative on the Shadow Watch team. 
His silenced submachine gun renders him of value in all mission 
types and provides him firepower equal to or better than the 
other operatives’. As a rule, you should include Archer in every 
mission. His skills enhance the entire team’s performance. 
Exclude Archer only when you want to give your other operatives 
a chance to gain experience so they can train and learn new 
skills. 


LILY YU 


Lily Yu is the team’s second in command. Born to 
Chinese parents in Hong Kong, she spent only a 
portion of her childhood there before her family 
emigrated to Australia. Her dedication to physical 
training led her to the Corporation, where she 
trained security forces in martial arts before join- 
ing the team. 

Lily is the will of the team. She’s forceful but 
not abrasive; once she sets her eye on a destina- 
tion, she hauls the others along. She’s the smartest 
team member, but she respects Archer’s judgment 
and defers to his decisiveness. Her willfulness can 
lead her into trouble when she doesn’t examine 
fully the potential consequences of her actions. 
Lily’s martial arts skills enable her to take down 
enemies silently and secure survivors for ques- 
tioning. She gives the team direction. 

Lily carries a Hush Puppy silenced pistol. Her 
Base Accuracy is 60 and the Power of her pistol only 50. Both increase with 
training. 
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SKILLS 
MARTIAL STRIKE 1 


Lily is a martial arts expert. When she stands in a 
tile adjacent to an active enemy and faces that 
enemy, a white Martial Strike icon appears over 
them, in addition to the red reticle. Lily may then 
execute a Martial Strike I against that target, tak- 
ing the opponent out automatically, and advance 
into the enemy’s tile. 
+ Players new to Shadow Watch tend to neglect 

4 Lily’s Martial Strike skills. Because the first level of 
this skill requires that Lily be adjacent to the tar- 
get, it can be difficult to use without getting shot. 
However, if the alarm hasn’t sounded and the Lily's Training Chart 
enemy is looking away, Lily can take a turn or two 
to approach the target. Lily’s base Accuracy is 60, so she'll miss an enemy 
with her pistol 40 percent or more of the time. In addition, the Hush Puppy 
has a Power of only 50. Therefore, if Lily does hit the targeted enemy, it will 
cause damage only half the time. 
On the other hand, Martial 
Strike always takes down the 


enemy without raising an alarm. CAUTION 


HIDE 


Lily is a quick study of the art of 
stealth. When she learns the 
Hide skill, she can make herself against enemies in doorways or 
undetectable under certain con- other exposed positions, because 
ditions. When she kneels in a tile Lily ends the action in the tile 
adjacent to an object, no oppo- the enemy occupied. 
nent can detect her. Those who 
see her already can still see her, 
but those who don’t, won't. 

Hide is useful for avoiding enemies on patrol. It’s great for Defend mis- 
sions, and for hiding until an enemy moves past Lily. Then, when the foe 


Take care when 
using Martial Strike attacks 
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looks away, she can use Martial Strike to attack. Although Hide’s usefulness 
is somewhat limited, it’s a prerequisite for other very useful skills. 


MARTIAL STRIKE II 


When Lily stands facing an enemy one tile away, a white Martial Strike icon 
appears over the opponent in addition to the red reticle, Lily may execute a 
Martial Strike II. This knocks the opponent out automatically and Lily 
advances into the enemy’s tile. 

This second-level Martial Strike gives Lily some additional flexibility. 
The nice part is that, for a single action point, Lily can attack an enemy with 
a 100 percent chance of a take-down, and then move two tiles with no run- 
ning Accuracy penalty when firing her pistol later in the turn. 


ACCURACY 


Lily spends quality time at the Corporate firing range, increasing her Accu- 
racy by 20. 

This skill can make Lily more effective with her Hush Puppy pistol, but 
the weapon’s low power still limits her. Don’t discount this skill, however; it’s 
prerequisite for other useful skills. 


SCOUT 


Lily soon learns to reconnoiter an area safely before the team begins a mis- 
sion. When Lily learns the Scout skill, she narrows the possible locations for 
an item or hostage. She can tell the rest of the team before they deploy 
approximately where they can find the item or hostage. 

This skill is great for Theft, Raid, Kidnap, and Rescue missions. It reveals 
which room contains your objective. This skill can boost your high score 
potential for single missions by reducing the time you spend searching for 
the objective. Its also great for campaigns, especially in Theft missions 
where you want to avoid setting off an alarm. 


MARTIAL STRIKE III 


Lily becomes a martial arts master. When she stands facing an enemy two 
tiles away, a white Martial Strike icon appears over the foe in addition to the 
red reticle, Lily may execute a Martial Strike III. This takes the opponent out 
automatically, and Lily advances into the enemy’s tile. 
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This third-level Martial Strike skill increases Lily’s range of the attack by 
an additional tile. Thus, Lily can move three tiles in a single action. After she 
acquires this skill, she'll rarely need to use her pistol. 


DASH 


The Dash skill allows Lily to run with no Accuracy decrease. 

Using Martial Strike skills can put Lily in danger. To maximize her abil- 
ity to use the pistol, you'll need the Dash skill. It’s great for both campaign 
and single missions because it allows Lily to move quickly through a location 
without penalizing her Accuracy. In fact, once Lily can Dash, why should she 
walk? She can run everywhere. 

Dash is prerequisite to acquiring the final skill that increases Lily’s fire- 
power. 


INFILTRATE 


With experience, Lily can learn the most dangerous stealth skill of all. Once 
Lily learns Infiltrate, she can sneak into a mission map alone and accomplish 
a mission from within the map area. If Lily is the mission’s only operative, 
she may select the Infiltrate option. This places Lily in a predetermined tile 
deep inside the mission map to execute the mission alone. 

This skill can make for an interesting single mission, but you'll seldom 
use it. In campaign missions you'll usually want to send as many operatives 
as you can so they all can earn experience. 


DODGE 


After dedicated training and real-world experience, Lily may acquire the 
ultimate expression of agility and control. After Lily learns the Dodge skill, 
she becomes agile enough to dodge bullets (at least some of the time): it 
halves opponents’ chance to hit Lily when she’s standing. 

This is a useful skill for Lily to learn. Although it has six prerequisites, it 
reduces her exposure to damage from the enemy and enhances her Martial 
Strike attack. 


HOLLOW POINTS 


After Lily learns the Hollow Points skill, she loads her Hush Puppy with hollow 
point ammunition, increasing her power by 30, to 80. This makes the Hush 
Puppy far more effective and gives her a better chance to take out enemies. 
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TIPS FOR USING LILY 


As with Archer, you'll probably use Lily in most missions. In fact, 
if you don’t send Archer on a mission, send Lily. Her ability to 
attack silently with both pistol and Martial Strikes makes her a 
must in missions requiring stealth. As she gains experience, you 
must decide which skills best suit your style of play. If you want 
her to use the pistol, go for the three weapons skills (Accuracy, 
Dash, and Hollow Points). Don’t neglect the Martial Strike skills, 
though. 


BARTHOLOMEW “BEAR” 
BERINSKY 


Bartholomew Berinsky is the team’s muscle. This 
massive blond linebacker hails from the wilds of 
Manitoba, Canada. He bounced around various 
Canadian police forces, seeking more and more 
action, before landing at the Corporation’s door. 

Bear is friendly and frank to a fault, constantly 
seeking to open communications among team 
members. He’s talkative, warm, and filled with 
boundless energy. He volunteers to do much of the 
team’s grunt work, and even enjoys it. Bear is the 
supportive father/brother figure to everyone else. 
Bear provides the voice of compassion — except in 
combat. 

Once the bullets start flying, Bear becomes 
lean, mean, and merciless. His powerful and eco- 


nomical maneuvers can seem brutal. Door in the 
way? Kick it down. People in the way? Kick ’em 
down. Combat reveals Bear’s ferocious side. It’s scary, but it saves the team 
on many occasions. Bear is ruthless in the execution of his duty. 

Bear’s weapon is the Benelli M-1 tactical shotgun. He begins with an 
Accuracy of 60 and shotgun Power of 70. Training increases both. 
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SKILLS mS 


SMASH DOOR 


Bear is quite large and strong, and always has the 
Smash Doors skill. As Bear stands facing a locked 
door in an adjacent tile, the white Smash icon < 
appears on the door, and Bear may smash it 
down. This opens the door—and makes enough 
noise to set off an alarm. 

Until Gennady trains in the Pick Lock skill or 
Rafael in the Breach Door skill, Bear’s Smash ee ee 
Doors ability provides the only means for getting 
through a locked door. 


Bear's Training Chart 
ADVANCED ARMOR 
Bear often finds himself in the line of fire. To redress the balance in such sit- 
uations, he experiments with advanced forms of ballistic cloths, titanium 
plates, and dense padding. 

The Advaneed Armor skill gives Bear a measure of success with this 
experimentation. His damage level on all missions begins as Advanced 
Armor. Once Advanced Armor is struck, it degrades to Armor. 

Essentially, this skill allows Bear to take an additional hit of damage, and 
gives you the option of using Bear in more exposed attacks. 


ACCURACY 


Bear spends time at the corporate firing range, increasing his Accuracy by 10. 

The increase has little effect on Bear’s ability to attack the enemy, so it’s 
not as necessary as some other lower-level skills. But because Accuracy is 
prerequisite to acquiring other skills that increase Bear’s firepower, it’s nec- 
essary. 


SMASH ENEMY 


Acquiring the Smash Enemy skill allows Bear to damage opponents in hand- 
to-hand combat. When Bear stands facing an opponent in an adjacent tile, two 
Action icons appear on the foe—the red reticle, which indicates a normal fir- 
ing opportunity, and the white Smash Enemy icon. When Bear executes a 
Smash Enemy action, the opponent becomes unconscious automatically. 
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Although Bear has a 99 percent chance to hit an adjacent enemy with his 
shotgun, the Smash Enemy skill is silent and always effective—a must if you 
want Bear to help during the stealth part of a mission. 


HEAVY ARMOR 


How much armor is too much? By virtue of his immense frame, Bear can 
function with far heavier armor than other operatives, and strap extra plates 
and padding over his Advanced Armor. After he gains the Heavy Armor skill, 
Bear’s damage level on all missions begins as Heavy Armor. Once Heavy 
Armor is struck, it degrades to Advanced Armor. 

With Heavy Armor, Bear can take three hits of damage without getting 
wounded. 


SLUGS 


Bear’s Benelli shotgun is an excellent close-quarters weapon, but its pellet 
spreads are too easily blocked by hard cover. Bear solves this problem by 
loading armor-piercing Slugs, instead. 

When he uses Slugs, Bear suffers no Accuracy adjustment due to the 
opponent’s cover; the Slugs either penetrate the cover fully, or blow through 
enough shrapnel to have a similar effect. 


CHARGE DOOR 


After Bear learns the Charge Door skill, he no longer stops before opening a 
door. Normally, an operative needs two empty tiles ahead to execute a Run 
action. With the Charge Door skill, the second tile can be a closed or locked 
door and the Run action will still be available. Bear will run into and through 
the door, and end the action in the open door’s tile. 

This skill gives Bear the ability to open a door and move two tiles while 
costing only a single action point. This action type normally costs three 
action points—one to move to the door, one to open it, and one to step into 
the doorway. Use this skill to rush a room. Bear can enter a room with action 
points remaining for firing or other actions. 


ARMORER 


Bear finally masters the art of armor manufacture. Once Bear gains the 
Armorer skill, the team’s other operatives benefit: all begin the mission with 
Advanced Armor, allowing them to take two hits of damage without being 
wounded. 
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PLECHEFTES 


Again, Bear turns to high technology to solve combat issues. Flechettes are 
small metal darts, grouped by the hundreds into specialized shotgun shells. 
When fired, the darts form a high-velocity, flesh-ripping cloud. Although 
Flechettes are easily stopped, so many are fired that some penetrate any 
small opening in armor or cover. 

Flechettes strike not only the target tile, but also the two tiles directly 
behind it. Any combatants in those tiles (whether operatives or opponents) 
are damaged, as well. 

Loading Bear’s weapon with Flechettes increases his Power to 95, ren- 
dering Bear’s shotgun extremely deadly. The ability to penetrate is great for 
shooting at groups of enemies. Just make sure an operative isn’t in Bear’s line 
of fire. 


CHARGE ENEMY 


The Charge Enemy skill turns Bear’s Run action into a weapon, allowing him 
to run and damage an opponent two tiles away. The intervening tile must be 
empty. Bear ends the action in the second tile, as usual for a Run action. 

This skill further increases Bear’s ability to attack silently. Use it as you 
would Lily’s Martial Strike II. 


TIPS FOR USING BEAR 


Bear is seldom used to his full potential. At the beginning of a 
campaign, he is difficult to use for some missions because he 
can’t attack silently. However, Bear is a powerful force once the 
bullets start flying. Take him along so he can gain experience that 
will make him more effective in future missions. 

When an alarm goes off, Bear can clear a room just as effec- 
tively as anyone else. When choosing skills for training, begin 
with the Armor skills and Smash Enemy. Once Bear has the 
Armor skill, your entire team becomes far more effective. Smash 
Enemy allows Bear to attack during the stealth part of a mission. 
There’s no need to include Bear in Theft and Surveillance mis- 
sions, which require total stealth. 
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RAFAEL DE ARIANO 


Rafael de Ariano is the team’s demolitions expert. 
Rafael hauled himself up from the slums of Rio de 
Janeiro, leaping wholeheartedly into the Brazilian 
army. His demolition skills and desire to see more 
of the world led him to the Corporation. 

Rafael’s curiosity and thirst for new horizons 
can make him seem very young at times, despite 
the lines years of hardship have etched in his face. 
All too often, he leaps before he looks, and this 
forces his teammates to spend time reining him in. 
His passion burns deeply, and his blind faith in the 
Corporation and in Archer is unshakable. Some- 
day his recklessness may cost him more than that 
faith can repay, however. 

Rafael can carry a variety of grenades. His Base 
Accuracy depends on the distance to the target; 
the type of grenade used during the mission Deter- 


mines the Power. Training makes new grenade types available. 


SKILLS 
CONCUSSION GRENADES 


Rafael always has the concussion grenades skill. 
This gives him an unlimited number of explosive 
grenades that damage the target and all adjacent 
tiles. His chance to hit is based on the range to the 
target tile. 

Concussion grenades have a 75 percent chance 
of knocking down opponents or operatives in adja- 
cent tiles, which then have a 50 percent chance of 
receiving damage. These grenades are loud, so 
don’t use them if you need to stay stealthy. 
Because the Power of concussion grenades is rela- 
tively low, often you must throw more than one to 
take out an enemy for the rest of the mission. 
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Rafael’s Training Chart 
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e Grenades work differently 
from other weapons. Even if 
Rafael misses a targeted 
enemy, the grenade will land 
somewhere. The scatter 
increases in relation to the 
distance to the target. A 
grenade that lands in an 
adjacent tile still has a 
chance of Knocking down 
the enemy. 


PLACE CHARGE 


After Rafael learns the Place Charges skill, the team may undertake Raze 
missions, in which Rafael attempts to place enough charges to destroy a 
location. On a Raze mission, certain tiles are designated Demolition tiles. 
When Rafael stands facing an adjacent Demolition tile, a white Place Charge 
icon will appear in the tile. 

Although this skill has no effect during a mission, until Rafael learns this 
skill, the team can’t go on Raze missions. Instead, the Corporation will send 
another team to complete the mission and thus deprive your team of the 
experience. Therefore, this should be the first skill Rafael trains in. 
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ACCURACY 
Rafael spends quality time working on his throwing arm, increasing his 
grenade Accuracy by 20. 

After training in Place Charge, Rafael needs Accuracy. This makes him 
more effective, and is prerequisite to more powerful grenade types. 


BREACH DOOR 


Rafael begins carrying small charges designed to break the locks on doors. 
Once he acquires this skill, he can use Breach Door to open doors. 

If noise is no problem, this skill will get you through locked doors. Learn- 
ing Breach Doors is prerequisite for other important skills. 


BETTER CHARGES 


After Rafael learns the Better Charges skill, a Raze mission will require him 
to place two Charges instead of three. This makes your Raze missions much 
easier and can decrease completion time for single missions. Learning Bet- 
ter Charges is prerequisite to acquiring some very powerful grenades. 


GAS GRENADES 


Rafael finds some specialized grenades in the corporate armory and adds 
them to his inventory. Gas grenades emit a colorless chemical gas into the 
grenade tile and those adjacent 
to it. This powerful anaesthetic 
fully incapacitates all opponents 
in the area of effect automati- CAUTION 
cally. Thanks to filters in their 
armor, the operatives are 
immune to its effects. The gas 
dissipates immediately. 


Don't use gas 


grenades near hostages or 


This grenade is among the Kidnap targets. Although your 
best Rafael can carry. It’s silent, operatives are immune to the 
so you can use it during stealthy gas, others arent. If theyre 
parts of a mission. It always Knocked down, the mission fails. 


takes down the enemy in the tile 
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it lands in and never affects your operatives. The gas grenade has a 50 per- 
cent chance of dropping enemies in adjacent tiles. 


HEAVY BREACH 


Once Rafael acquires the Heavy Breach skill, he packs far more explosive 
power into his door charges. Now when he uses Breach Door, the charges 
send shrapnel into the room on the other side—exactly as if a frag grenade 
exploded in the door tile, except the damage occurs only on the other side 
of the door. 

This skill allows Rafael to make a big entrance. It always knocks down 
anyone adjacent to and on the other side of the door and may damage any- 
one two tiles away. 


PROXIMITY GRENADES 


Soon Rafael can attach a simple proximity fuse to his concussion grenades 
and create proximity grenades. When Rafael learns this skill, he has the 
option of carrying proximity grenades instead of other types. A proximity 
grenade won't explode until a combatant enters the grenade tile or one adja- 
cent to it. 

If stealth is not a priority, these grenades work great. After using other 
operatives’ skills to locate an objective, Rafael can use proximity grenades to 
create minefields and thus prevent enemies from other areas from attacking. 
Proximity grenades have only a 
50 pereent chance of damaging a 
person, so throw several in front 
of doorways and in halls. They 
also can serve as alarms to warn 
of an enemy’s approach. 


CAUTION 


Your operatives can 
set off proximity grenades, 
too, so be careful not to throw 
them in areas where your team 
must move. 
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FRAG GRENADES 


Modern fragmentation grenades usually are too powerful to use in close- 
quarters combat, but Rafael believes he can handle them. Frag grenades are 
deadlier and have a much larger area of effect than other grenade types. 

Frag grenades provide the ultimate in damage potential. They always 
knock down anyone in the tile they land in and can damage people two tiles 
away. Anyone a frag grenade knocks down has an 80 percent chance of tak- 
ing damage. 


SHOCKWAVE 


After Rafael learns the Shockwave skill, the explosives he uses to Breach 
Doors are so powerful they send a massive shockwave through the entire 
area on the other side of the door. In addition to shrapnel damage to those 
nearest the door (from Heavy Breach), Shockwave knocks down all combat- 
ants beyond the door. 

This skill can level everyone on the other side of a door, especially if the 
room is small. Never use it to open a door when a hostage waits on the other 
side. 


TIPS FOR USING RAFAEL 


Rafael is a great operative to take along on missions. He can be 
difficult to use at the beginning of a campaign—especially in 
stealthy circumstances— but take him on as many early missions 
as possible. He needs to gain experience so he can learn the Place 
Charges skill. You don’t want to rely on another team to execute 
these missions for you. 

As Rafael learns more skills, you'll use gas and proximity 
grenades most often. During a mission, send Rafael with opera- 
tives such as Archer or Lily to add fire support. 
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MAYA KNIGHT 


Maya Knight is the team’s sniper. This tall redhead 
grew up in the American heartland and left to join 
the U.S. Marines. Her extraordinary accuracy 
endeared her to the Corps, but its gung-ho men- 
tality drove her away. She found a far more 
reserved home at the Corporation. 

Maya is patient, reticent, and always on-target. 
She speaks rarely, but her words are carefully con- 
sidered and deeply effective. Her only ambition is 
to do her job to the utmost of her capability. She 
holds strong opinions about the team’s integrity, 
and the Corporation has never let her down. She’s 
closest to Rafael, whose exuberance provides a foil 
for her reserve. She’s neither cold nor prudish, but 
may uncomfortably expect more than a person is 
willing to give. Hers is the voice of honor. 

Maya carries a sniper rifle that gives a great 


Base Accuracy of 150 and Power of 95. Training increases both. 


SKILLS 
SNIPER 


Maya pays for her Accuracy and Damage as a 
sniper with a lack of flexibility. She may not move 
and shoot in combat. In any turn in which she 
expends action points, Maya loses her reticle until 
her next turn. When covering, she may fire only a 
single shot, after which her cover points are set to 
Zero. 

Maya’s Sniper skill makes her difficult to use. 
You must place her in a tile with a good line of 
sight and leave her there so she can shoot. 
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INCAPACITATE 


To ensure that every shot eliminates her target instantly, Maya studies 
anatomy. Acquiring the Incapacitate skill increases her Power to 99, and 
makes every shot count. 

This skill is unimportant. It increases her chance to kill by only 4 per- 
cent. Learning it is prerequisite for a number of other skills, however. 


ACCURACY 


Maya hones her accuracy to a razor edge, adding 50 to her Accuracy. 

This is a good skill for Maya to have. It brings her Accuracy up to 200. 
Although 99 percent is the highest chance to hit a target, Maya’s increased 
Accuracy gives her a 99 percent chance of hitting a standing or crouched 
enemy and 50 percent of hitting a prone enemy. 


LIMITED MOVE 


Maya begins to learn how to apply her sniper skills to close-quarters situa- 
tions. When she learns the Limited Move skill, her sniper restrictions lift 
somewhat. She may expend one action point in a turn and still have a reticle. 

This vital skill should be the first in which Maya trains. It allows her to 
move a little and still fire. 


FIRST AID 


Maya’s anatomical studies have side benefits for the team. After she learns 
the First Aid skill, she may aid her teammates during the course of a mis- 
sion. When Maya stands in a tile adjacent to a wounded operative, a white 
First Aid icon appears above the operative. Then Maya may execute a First 
Aid action. 

This skill allows Maya to help her fellow operatives and renders her more 
useful during a mission. 


BRACE 


Snipers are most comfortable in set positions. When she learns the Brace 
skill, whenever Maya kneels she becomes Braced. This renders her immune 
to Morale effects; she won’t Hesitate or Break while Braced. The next time 
Maya expends a non-Firing action point, she “unbraces” and is again vul- 
nerable to Morale. 
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This skill is useful if you can find a position for Maya to remain in and 
provide cover. However, there are better skills to learn, and this skill’s 
requirements make it difficult to use during a mission. 


NORMAL COVER 


Maya’s close-quarters skills continue to improve. When she learns the Nor- 
mal Cover skill, she may Cover like other combatants, instead of having just 
one Cover shot. 

This is another great skill for Maya. Train her in this one as soon as you 
can. 


MEDIC 


Maya’s medical studies reach their logical conclusion as she qualifies for 
Combat Medic. Once Maya learns the Medic skill, Maya has two full turns to 
reach a dying operative and perform a Medic First Aid action. If she suc- 
ceeds, the operative becomes merely wounded. If the operative dies, the mis- 
sion ends. 

This skill can mean the difference between mission success and failure. 
If you want to use Maya for medical aid, train her in this skill. Its only draw- 
back is that, because Maya has only two turns to reach the dying operative, 
you must keep her up with the rest of the team. 


DISMAY 


Snipers create an element of dread in their opponents: there’s a sudden loud 
report, and someone dies instantly. After Maya learns the Dismay skill, her 
fire becomes terrifyingly accurate. Any opponent who can see Maya’s target 
go down becomes dismayed; this adds four points to their action point total, 
forcing a Break in all but the sturdiest opponent. 

Using this very powerful skill, Maya can create a lot of trouble for the 
enemy with a single shot. 


FULL MOVE 


Maya finally adapts to close quarters. After she learns the Full Move skill, she 
may move and fire like any other combatant. 

Full Move is the third skill Maya must train in. Coupled with her Accu- 
racy, Full Move makes her deadlier than any other operative. 
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TIPS FOR USING MAYA 


Maya is the most difficult operative to use in the beginning of a 
campaign. Because most locations comprise several small rooms, 
and the large rooms have so many visual obstructions, it’s hard 
to find a position where you can use her effectively. Don’t neglect 
Maya, however. She may not be much help at the start, but she 
has the potential to become your most powerful operative. Take 
her along so she can earn experience, and then Train her in Lim- 
ited Move, Normal Cover, and Full Move. By adding Accuracy, 
Maya can fire and move like other operatives while almost always 
taking out enemies on the first shot. After she gains these skills, 
work on the medieal skills so she can further assist the team. 


GENNADY 
ROSCHINKO 


Gennady Roschinko is the team’s hacker and gad- 
get man. This small dark youth was born in south- 
ern Russia and emigrated to Israel with his family 
when he was a child. His technical skills 
impressed the Israeli government, but his heart 
didn’t lie with Israel. Instead, he chose the Corpo- 
ration. 

Gennady is the team’s intelligence. Although 
he’s not as smart as Lily or as discerning as Archer, 
his ability to absorb and retain raw information 
approaches total recall. High technology absorbs 
him—not as an inventor, but rather as a refiner, 
bending the latest gadget to its most useful pur- 
pose. A gifted hacker, Gennady nonetheless 
regards computers as tools rather than ends in 
themselves. 

Gennady often is paired with Lily in stealth missions; the two manage 
to cause grievous damage to enemy operations even without firing a shot. 
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Gennady is also the most nondescript operative in appearance, so the occa- 
sional undercover tasks usually fall to him. 

Unlike the other operatives, Gennady carries no weapon that can dam- 
age the enemy directly. However, his Scanner acts as a force multiplier by 
locating hidden enemies for those operatives with the firepower. 


SKILLS 


SCAN 


Gennady carries a millimeter-wave Sensor with 
him on missions. A red Sensor icon appears on 
Gennady at all times. He may expend an action 
point and use the sensor to reveal any opponents 
in a 90-degree arc five tiles long in the direction he 
faces. 

The sensor starts out with little power, but it’s 
still the best way to see in advance what’s on the 
other side of a door. 


2% 
PLANT BUGS c e e 


Gennady’s Trainin 
Gennady creates tiny electronic surveillance n he S 


devices called Bugs which, if placed strategically 
in a mission map, reveal information about enemy 
movements and plans. After Gennady learns the Plant Bugs skill and can 
place these Bugs, the Surveillance mission type becomes available. In a Sur- 
veillance mission, certain tiles are designated surveillance tiles. When Gen- 
nady stands facing an adjacent surveillance tile, a white Plant Bug icon 
appears in the surveillance tile, and Gennady then may plant a Bug there. 
The Plant Bugs skill has no effect during the course of a mission, but it’s 
required before your team may perform a Surveillance mission. Therefore, 
this should be the first skill Gennady trains in. Without it, you must rely on 
other teams from the Corporation to perform Surveillance missions, and this 
robs your operatives of an opportunity to gain experience. 
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DEEP SCAN 


By tinkering with his already highly experimental sensor, Gennady coaxes 
more range out of the device. After he learns the Deep Scan skill, his sensor 
reveals opponents over a much broader area. When the Sensor is active, it 
reveals opponents in a 90-degree arc 10 tiles long in the direction Gennady 
faces. 

This skill is a must. Doubling his sensor range enables Gennady to scan 
a much larger area to provide more information for your team. 


PICK LOCKS 


Gennady explores the electromechanical end of the technological spectrum. 
After he learns the Pick Locks skill, he can quickly and silently pick the 
locked doors the team encounters. As Gennady faces a locked door in an 
adjacent tile, a white Pick icon appears on the door. Gennady then may pick 
the lock, unlocking the Door, but not opening it. 

Several missions require your operatives to get past locked doors. Once 
he has this skill, Gennady is the only operative who can open a locked door 
silently. 


BETTER BUGS 


Gennady uses more powerful receivers in his Bugs. Learning the Better Bugs 
skill increases the gain so much he need place only one Bug for a Surveil- 
lance mission to succeed. 

Learning this skill makes Surveillance missions much easier, decreases 
the time it takes to complete single missions, and increases single-mission 
scoring potential. 


WIDE SCAN 


Gennady increases his sensor’s operating are significantly. After he learns 
the Wide Scan skill, his sensor reveals opponents in a much wider area, 
revealing opponents in a 180-degree arc 10 tiles long in the direction Gen- 
nady faces. 
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CRACK SECURITY 


Additional training allows Gennady to neutralize enemy security systems. 

Once Gennady learns the Crack Security skill, he can reduce enemy readi- 

ness at the target mission map. Including Gennady in the mission team low- 

ers the opponent’s Alertness level by one step, with a minimum of Low. 
This skill makes completing a mission far easier. 


EXTERNAL SURVEILLANCE 


After Gennady learns the External Survey skill, he surveys a site and deter- 
mines where items or people are located. When he accompanies a Theft, 
Raid, Rescue, or Kidnap mission, he can pinpoint the location of an item or 
hostage. 

Because it makes a mission easier and quicker, learning this skill is a 
must. Use it to decrease the time it takes to complete single missions and 
increase your score. 


EXTERNAL SCAN 


After he learns the External Scan skill, Gennady links his surveillance, sen- 
sor, and security knowledge bases. He can piggyback a sensor signal over the 
target’s own security and communications systems to scan the mission map 
before a mission. This reveals all opponents before the mission’s first turn. 
Gennady receives experience points for each enemy scanned. 

This skill can give your team a great edge, especially when combined 
with Crack Security and External Surveillance. Use the location information 
to plan your route to the objective and back. 


SPOOF 


With additional training and experience, Gennady comes to understand 
thoroughly not only the enemy’s security systems, but their coded commu- 
nications, as well. After Gennady learns the Spoof skill, he can sow serious 
confusion among enemy ranks by simulating a security breach at another 
location. Including Gennady on the mission team lowers opponents’ Guard 
level by one step, with a minimum of Low. 

This great skill decreases the numbers of guards you face during the 
mission. 
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TIPS FOR USING GENNADY 


Even though Gennady can’t attack enemies during a mission, 
he’s one of the most important operatives available. Although 
taking Gennady on a mission decreases the firepower your team 
can use against the enemy, Gennady makes that firepower far 
more effective. His sensor both pinpoints enemies and reveals 
their facing. Lily can use this information to sneak up on ene- 
mies. 

It’s almost always wise to include Gennady in a mission. The 
more experience he gains, the more powerful his skills become. 
His one shortcoming is that, because of his low morale, he not 
only breaks easily, but he also usually goes last. You may have to 
hold your other operatives for a turn to give Gennady a chance 
to Scan ahead. Try to keep Gennady out of sight of the enemy. Often, when 
he breaks, he runs toward the enemy, or at least into their line of fire. 
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Finally, Gennady should run as much as possible. He suffers no penalty 
for running, and the fewer points he spends moving, the more he can use for 
scanning. 


Gennady gains experience 

for every enemy he scans 

$ with his sensor. To increase 
his experience and get 
powerful skills quicker, and if 
you have extra action points, 


scan the same enemies again 
and again. In missions with 
lots of enemies, Gennady 


often vill earn far more 
experience than the other 
operatives. 
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A. leader of the Shadow Watch team, you must guide your operatives 
through many dangerous missions. Although no two missions are the same, 
they break down by objective into eight types. 

The following pages examine these eight mission types, and include 
strategies and tips. You can play each type of mission on any of the game’s 
18 locations. (Refer to chapters 6, 7, and 8 for details on each location.) 


ASSAULT 


Objective: Find and eliminate all enemies at a location. 
Maximum Number of Operatives: 6 
Special Requirements: None 


The straightforward Assault mission often culminates in a big firefight. Your 
team must enter a location and take out all enemies inside. Stay stealthy as 


long as you ean. Once the alarm sounds, however, make all the noise you 
want. 


During Assault missions, keep your groups 
together and clear each area as you pass 
through. 
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SUGGESTED TEAM 


You can take up to six operatives on an Assault mission, so take them all. 
This speeds the mission and gives each operative Experience at the conclu- 
sion. 

Rafael should carry gas or frag grenades, if they’re available. Don’t take 
proximity grenades, which can end up blocking an area through which your 
team must move. 


STRATEGY 


The way you play this mission depends on both the enemy’s Alertness level 
and your style of play. However, it’s usually best to avoid setting off an alarm 
for as long as you can. 
Split your six operatives 
into two groups of three so 
they can deploy through dif- 
ferent entrances. Archer, a P 
Lily, and Gennady are good “aA 
to cause as much damage as _ ties 
possible before the alarm 
goes off. After Gennady 
scans the rooms ahead, 
Archer and Lily move in 
silently to take out unsus- 
pecting enemies. Once the 
alarm sounds, Bear, Rafael, 
and Maya charge through the 
second entrance, guns blaz- 
ing and grenades blasting. Check side rooms as you go to avoid leaving 
Advance through the enemies at your back. 
location systematically to 
ensure you clear every room. 
After the alarm sounds, enemies move quickly and can sneak up from the 
rear, SO assign one operative in each group to cover the doors behind. This 
may slow your advance a bit, but it will keep your operatives alive. 
If you want both teams to enter a location at the same time, assign 
Archer and Lily to opposite groups. Each group can advance stealthily 
through the first few rooms. If Archer has the Snake Eyes skill, Gennady 
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should go with Lily. If Rafael carries gas grenades, he can help take out ene- 
mies quietly, as well. 


DEFEND 


Objective: Eliminate all enemies at the location. 
Maximum Number of Operatives: 5 
Special Requirements: None 


Defend missions differ from all other mission types. Other missions require 
your team to enter a location and either clear it out or meet an objective and 
leave. Defend missions, however, start your team inside the location with the 
objective of eliminating all attacking enemies. 

What can make these missions difficult is the way you deploy your oper- 
atives. Unlike missions where you position the operatives yourself before the 
start, the Defend mission starts your operatives scattered randomly about 
the location. Each time you play the same mission, they start in different 
places. As your team becomes experienced and the opposition gets tougher 


-o 


Position operatives near each entrance to the 
location, just off to one side. 
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and more numerous, you may find it nearly impossible to complete some 
missions without the death of an operative. For example, all but one opera- 
tive may be grouped together, with the remaining operative located in an 
exposed position. In such cases, play the mission again to change the deploy- 
ment pattern. 


SUGGESTED TEAM 


You can take five opera- 
tives along on this mission 
type, so take Archer, Lily, 
Bear, Rafael, and Maya. 
The Defend mission is the 
only one where Gennady 
is unnecessary: you know 
where the enemies will 
come from. And you'll 
need all the firepower you 
can get. 

If Rafael has a choice, 
take either proximity or 
frag grenades. Rafael can 
lay proximity grenades 
like a minefield in the Lily is trapped near the deployment area. Bear 
enemy’s path. Or throw a and Maya go to her rescue. 
proximity grenade at a 
nonoccupied tile; any adja- 
cent enemy, visible or not, will detonate it. The proximity grenade’s Power 
is limited, however, so frag grenades can be more effective for taking out 
enemy intruders. Just take care not to throw one near an operative. 


STRATEGY 


The nice thing about Defend missions is that you know where the enemy is 
from the start. They must enter the location before they can attack, so all 
enemies start or appear at the deployment tiles (tiles from which your team 
would deploy in other mission types). 
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Every location has two deployment areas, so divide your team into two 
groups, depending on each operative’s starting location. Try to keep the fire- 
power balanced in each group. For example, if Maya can fire no more than 
one covering shot, include someone to help cover her. 

The key to completing the Defend mission is to create “kill zones” —usu- 
ally rooms adjacent to the deployment areas through which the enemy must 
move. Position your operatives on the other side of a doorway so they can 
close the door for cover if things get too hot. Keep at least two operatives 
covering each kill zone, preferably from different locations for support. This 
may not always be possible, however. 

You may be tempted to choose a location that looks directly into a 
deployment area, but this can expose an operative to several enemies at 
once. If you choose this strategy, make sure there’s a door your operative can 
close before using his or her last action point. Rafael is best for this tactic, 
because his grenades can affect more than one enemy at a time. Nothing 
halts an enemy attack like a few frag grenades thrown into a deployment 
area, or proximity grenades thrown into the area or just beyond the 
doorway. 

Once your operatives move 
into position, they'll usually stay 
there. Therefore, once an opera- CAUTION 
tive is in position, make sure he 
or she always crouches. This 
posture halves your chances of 
being hit by enemy fire. And 
crouching behind cover reduces to fire from, be mindful of 
the enemy’s chance to hit by 75 windows. They may increase the 
percent. area in your operatives line of 

Also, retain as many cover- 
ing action points as you can. 
During an operative’s turn, fire 
at as many standing or crouch- 
ing enemies as possible. If the 
enemy is numerous, save at least one action point for closing the door (if 
you've kept one between you). If the only active enemies in sight lie flat on 
the ground because you hit them but didn’t take them out, hold your fire and 


When choosing a 


position for your operatives 


fire, but they also increase their 
exposure to enemy fire. 
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put the rest of your action 
points into covering. A 
prone target reduces your 
Base Accuracy by 75 per- 
cent. If you use cover, 
though, you can fire when 
the enemy rises to a 
crouch. This doubles your 
chance to hit, and you 
still can fire first. 

At times, you won’t be 
able to spread out your 
operatives to cover a kill 
zone from different angles 
or positions. One tactic that works well is to position two operatives facing 
the enemy directly through a doorway. Have the operative in front crouch 
while the one in back stands, so each can fire unobstructed. The one in front 
should be the operative with the least firepower, because he or she will be 
opening and closing the door. (Remember, firepower is a combination of 
Accuracy and Power.) Have the frontmost operative use the first action point 
to open the door, and then wait. Then have the rear operative fire as many 
shots as possible at nonprone enemies, and use any remaining shots for 
cover fire. Next, have the frontmost operative fire at any remaining non- 
prone enemies, again saving the last action point to shut the door. If possi- 
ble, at least one of them should save an action point for covering, in case the 
enemy opens the door they’re hiding behind. 

Or place two or three operatives adjacent to a doorway—one facing it 
squarely and the others at an angle. Any may open the door, all may crouch, 
and this increases the area through which your operatives can fire. 

Some missions start one or more operatives in an exposed position, such 
as a large room adjacent to the deployment area. Instead of crouching and 
covering in position, try to move the exposed operative behind cover or 
through a doorway. Every second counts, so run! Don’t worry about cover- 
ing until your operative is relatively safe. Rush other operatives to the area 
to provide cover fire, as well. 


If you must withdraw from 
a position slowly, sidestep or 
walk backward so you can 
Keep your eyes on the enemy. 
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KIDNAP 


Objective: Search for an individual, and then escort your hostage to an 
exit under threat of bodily harm. 

Maximum Number of Operatives: 4 

Special Requirements: The mission fails if your hostage dies. 


Kidnap missions can provide your team with important information about a 
campaign, because your hostage will be interrogated once your team escorts 
him or her from the location. As with most missions, stealth works well at 
the beginning. But the alarm will sound eventually, and then you must fight 
your way to the target and back out again. 


| Minn. L | 


The enemy can conceal hostages anywhere. 


SUGGESTED TEAM 


Include Gennady in this mission. He’s useful for locating both the hostage 
and the enemy guards. 

The other three operatives must depend on their own skill and your 
strategy. If she has the Scout skill, Lily can tell you in which room the 
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hostage is located. To keep things quiet, send Archer, Lily, and Rafael with 
gas grenades. Otherwise, in addition to Gennady, take either Archer or Lily 
and the operatives who most need the Experience. 


STRATEGY 


In Kidnap missions, it’s 
usually best to keep your 
team together at deploy- 
ment. Gennady can’t 
attack, so one group will 
be limited to the firepower 
of a single operative—not 
good. If you don’t know 
where the hostage is, you 
must search. Use Gennady 
to locate enemies and your 
operatives with silent 
weapons to clear a path. 
Once the alarm sounds, — 
everyone can join in the You must eliminate the guards to get the 
combat hostage out safely. 


After you locate the 
hostage, one operative 
must move adjacent to 
the hostage and use the 
Secure Hostage action to 
make the hostage follow. 
Use the operative who 
most needs Experience 
for this. 


e \f you manage to reach the 
hostage without setting off the 
alarm, the hostage will sound 

it when he or she spots you. 
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With the hostage in tow, 
make your way quickly to a 
deployment area. Speed is 
critical: once you've killed 


LI At some point, one of 


the last enemy in a location, @ Your operatives will say 

you have 10 turns before something like, “Enemies are 
reinforcements arrive, and few in number,” or, “I think 
they'll appear at the deploy- we've gotten most of them.” 


ment areas. Because the 
escort operative may have 
to move slowly for the 
hostage to keep up, order 


That usually means only one 
enemy remains alive. Once 
you eliminate the last one, 


the other operatives to Run you have 10 turns before 
to the exit deployment area, reinforcements arrive. When 
go to the tiles farthest from they do, an operative will 
the door, and face the door bring it to your attention via 


with cover orders. This 
allows them to take out ene- 
mies as they appear. Mean- 
while, get the hostage to the 
exit with all haste. 
When all operatives and 
the hostage make it to 
deployment tiles, the mission ends. 


a message such as “Keep an 
eye out for new hostiles.” 


RAID 


Objective: Search for an item, and then exit the location with it. 

Maximum Number of Operatives: 3 

Special Requirements: None 
Raid missions resemble Kidnap missions, except your operatives must grab 
an item and leave with it. The item usually contains important information 
concerning the campaign. Stealth can be helpful in such missions, but it isn’t 
required. 
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Sometimes the item lies near a deployment area. 


A 


Other times, you must fight your way to it. 


SUGGESTED TEAM 


As with almost all missions, take along Gennady. Archer and/or Lily are great 
to keep things quiet, but take the operatives who best suit your style of play 
or who most need Experience. 
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STRATEGY 


Raid missions limit you to three operatives, so keep them together. If one 
can tell you where the item is located, head directly there. Use Gennady to 
locate enemies ahead or who may sneak up from behind, especially after the 
alarm sounds. After your team finds the item (always represented by a brief- 
case icon), order an operative to move adjacent to it and use the Take Item 
action. Because the opera- 
tive carrying the item will 
receive additional Experi- 
2 ence at the conclusion of 
„7 the mission, order an oper- 


ative in need of Experience 
to get the item. 

Once you have the 
item, run toward an exit, 


Time is very important 
for a high score in single 
missions. So is stealth. 


Therefore, move quickly and 


but be wary of enemy rein- 
forcements or remaining 
guards. When all operatives 
are positioned in the the alarm. 
deployment area, the mis- 
sion ends. 


quietly both to and from the 
item, without setting off 


Objective: Plant explosives and destroy a location. 
Maximum Number of Operatives: 5 


Special Requirements: Rafael must have the Place Charges skill. 


Raze is an interesting mission type. Rafael must place demolitions charges 
in three designated tiles within a location. (If he has the Better Charges skill, 
he need place only two.) Stealth isn’t required for this mission, so make as 
much noise as you like. At the mission’s conclusion, the location is com- 
pletely destroyed and no longer appears on the Campaign Investigation 
screen. 
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Only Rafael may plant explosive charges. 


SUGGESTED TEAM 


You’re required to include Rafael on this mission. Take Gennady, as well. 
The other three are up to you. Rafael should carry gas or frag grenades, if 
they’re available. Don’t take proximity grenades. 


STRATEGY 


For Raze missions, you 
may keep your team 
together or divide them 
into two groups. Dividing 
speeds up the mission. 
The group with Rafael can 
place the charges as the 
other group scouts tiles 
where charges must be 
placed. Clearing a location 
is unnecessary, but you'll 
end up taking out most of 
the enemies as you go. 


Raze tiles usually lie scattered about a location. 
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When you locate a tile bearing the Demolitions icon, clear the room and 
have operatives cover the doors as Rafael takes care of business. Move him 
adjacent to and facing the designated tile and use the Place Charge action. 
After he’s placed all charges, get all operatives to either deployment area to 
end the mission. 


RESCUE 


Objective: Search for and release a hostage; then escort the hostage 
to an exit. 
Maximum Number of Operatives: 4 
Special Requirements: The mission fails if the hostage dies. 
The Rescue mission resembles the Kidnap mission, except this hostage 


comes willingly. At the conclusion, the hostage often reveals important infor- 
mation to further the campaign. 


Lily found the hostage after taking out a couple 
of enemies in front of the door. 
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SUGGESTED TEAM 


As usual, take Gennady to scan ahead. If Lily has trained in the Scout skill, 
she can tell you where to find the hostage. The others are up to you; con- 
sider including operatives who most need Experience. 


STRATEGY 


Although the Rescue mission 
doesn’t require stealth, the 
longer you can avoid setting 
off the alarm, the better. If 
you know where the hostage 
is, go straight there from the 
nearest deployment area. 
Otherwise, you must search 
for the hostage. You may 
divide your team into two 
groups, but use care: if Gen- 
nady goes, one team will 


have only a single operative With the hostage this close to the deployment 
with a weapon. area, the mission will end in no time. 
If you’re concerned about 


time, as in the single missions, go ahead and divide your team. Accompany 
Gennady with someone powerful and silent, such as Lily, with her handy 
Martial Strikes. This allows you to cover twice as much area and, with luck, 
locate the hostage more quickly. 


SURVEILLANCE 


Objective: Plant listening devices within a location. 

Maximum Number of Operatives: 2 

Special Requirements: Gennady must have the Plant Bugs skill. The 
mission fails if the alarm sounds. 


Surveillance missions are unique and challenging. Your team must locate des- 
ignated tiles, plant the bugs, and then leave the location—all without setting 
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off the alarm. Your opera- 
tives may take out ene- 
mies as long as they do so 
quietly. 


SUGGESTED 
TEAM 


Gennady is required in 
these missions. Include 
Lily to deal with enemies 
you encounter along the 
way. Archer can be useful, 
but Lily’s Martial Strike is 
always effective. For a 
challenge, take Rafael if 
he can carry gas grenades. 


STRATEGY 


The key to this mission is 
stealth. Always have Gen- 
nady scan a room before 
entering to locate enemies 
and determine which way 
they face. Have your other 
operative approach the 
enemy from behind; if it’s 
Lily, use her Martial Strike 
to take the enemy down. 
You can use the pistol, if 
you must, but you risk set- 
ting off the alarm if you 
miss or fail to kill the tar- 
get. Have your second 
operative approach the 


Gennady is the only operative qualified 
to plant bugs. 


Lily can scout ahead for Surveillance tiles and 
clear away enemies. 


target at a run to save on action points and get there quicker. (Running has 
no effect on Lily’s Martial Strike attacks.) 
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Your team must locate 
two Surveillance tiles in 
the location. Then Gen- 
nady must move adjacent 
to and facing the tile and 
use the Place Bug action. 
After he places both bugs, 
get the team to a Deploy- 
ment area as quickly and 
silently as you can. It’s 
usually a good idea to go 
back through rooms 
you've cleared to avoid 
further risk of an alarm. 


If Gennady is trained in 
the Better Bugs skill, he 
need place only one bug 
within a location. 


THERE 


Objective: Search for and quietly steal an item; then exit the location. 
Maximum Number of Operatives: 3 
Special Requirements: The mission fails if the alarm goes off. 


ke 


Mima.. 


Go in, get the item, and get out. 
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The Theft mission resembles a Raid, but stealth is mandatory. Often the 
item you steal will reveal important information about a campaign. 


SUGGESTED TEAM 


For this mission, take Gennady, Archer, and Lily. If Rafael has gas grenades, 
you can take him instead of one of the latter two. Never take Maya or Bear; 
their weapons make too much noise. 


STRATEGY 


This mission resembles 
the Surveillance mission, 
but instead of placing 
bugs, you must search for 
an item and steal it with- 
out setting off the alarm. 
Keep your team together 
and have Gennady sean 
ahead for enemies. Note 
which direction they face 
and try to attack them 
from behind so they can’t 
sound the alarm. 

If you know where the 
item is, go straight to it 
from the nearest deploy- 
ment area. Otherwise, you must search until you find it. Once you do, have 
an operative move adjacent to it and use the Take Item action to pick it up. 
Then quickly head back through cleared rooms to the deployment area. All 
during the mission, keep Gennady scanning in all directions to make sure no 
enemies sneak up from behind your team. 


Lily works great in Theft missions. You can even 
try infiltrating her, in one instance. 
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i single-mission part of Shadow Watch allows you to create missions of 
your own by customizing a number of variables. You may even trade these 
single missions with other players to compete for high scores. 

Single missions also give you a way to practice combat tactics and 
explore various locations to better prepare for the campaign game. 


PLAYER Scone 


R 
ig 
ii 
i 
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h 
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i 
li 
iy 
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PLAYER DETAILS 


f MAIN MENU 


During Assault missions, keep your groups together 
and clear each area as you pass through. 


SETTING UP A SINGLE MISSION 


Creating a custom mission is quick and easy. You can be ready to go within 
a minute of choosing to play a single mission. Setting up a single mission 
involves the following steps. 
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GUARD MED 


ALERT MEO 


You may adjust numerous variables to create 


a custom mission. 


SELECTING LOCATION 
AND FACTION 


First, decide where you want the mission to take 
place. Choose from any of the campaign’s 18 loca- 
tions, or “maps,” or let the computer select a ran- 
dom location. To select a location, click on the 
Select Map button. This takes you to a menu. 

In the campaign game, you may play only one 
of three factions at each location, depending on 
the city where the campaign is based. This isn’t 
true of single missions, however. You may use a 
Hong Kong faction in a Baikonur location, for 
example. Click on the Select Faction button to 
view a menu of the game’s nine factions. Or 
choose the default and let the computer select a 
faction at random. 
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SELECT MAP 


Select from 18 locations, 
or let the computer pick 
one randomly. 
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SELECT A MISSION TYPE 


Each of the eight mission 
types has unique objectives. MISSION TYPE 
(Refer to Chapter 3 for details 
on types and their correspond- 
ing tactics and strategy.) 

To play a mission with a lot 
of combat, Assault or Defend 
missions are best. If you're 
feeling sneaky, try a Theft or 
Surveillance mission. 


Which type of mission will you choose? 


SETTING GUARD 
AND ALERTNESS LEVELS 


Finally, set the mission’s Guard and Alertness levels. 
Guard level affects a rough ratio of enemies to characters. 
For example, a Low Guard level features half the oppo- pa =e 127 
nents of a Medium level; a High Guard level doubles the 
opponents. © 
Alertness level may be Low, Medium, or High, and ALERT MED 
determines guard placement and their initial state. The vow difficult 
higher the Alertness level, the more likely guards will be do.you want 
placed near objectives and entrances and in secure loca- the mission? 
tions. High Alertness levels also increase the chance of 
guards patrolling and facing the operatives’ approach. At 
Low Alertness levels, guards may snooze or face away from doors. 


CHOOSE THE OPERATIVES 


After you select mission type, it’s time to choose the operatives you want to 
send. Raze and Surveillance missions require a specific operative — Rafael 
and Gennady, respectively. However, you can fill in the empty slots any way 
you wish. 

Choose the operatives best-suited to each mission. If a mission requires 
stealth, as in Theft or Surveillance, include operatives who can attack 
silently —Archer, Lily, Gennady, and, if he carries gas grenades, Rafael. On 
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the other hand, don’t send Gennady alone on an 
Assault mission; he can’t attack anyone, and 
eliminating the enemy is the objective there. 

It’s easy to go with a standard set of operatives 
for each mission type. But sending a mix of dif- 
ferent operatives gives you practice using them 
all, and can be useful during a campaign game. 


TRAINING 


Once you've chosen the operatives you want to 
send, you can train them. Unlike in the campaign 
game, skills in single missions have no prerequi- 
sites. For example, if you include Gennady, you 
may choose to train him in External Sean only. 
This way you can beef up your operatives and 
experiment with the game’s various skill types. Take the best operatives 
But each skill you train an operative in makes the for the job. 
mission more difficult by adding more enemies. 
(This is discussed in greater detail later in this chapter.) 


To train an oper- 
ative, click on the 
Train button. From 
the Training screen, 
choose operatives 
by clicking on their 
portraits. A training 
chart will appear on 
the left. Train as 
much as you want 


yi sa : Æ to, and then return 
“ a EN: 


DINATE TRAINING 


G ATTAINED. R 


to the main screen. 


| FINISHED TRAINING 
MAIN MENU 


Create your own mission or challenge a high score 
from the Single Mission screen. 
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LET THE MISSION BEGIN 


After you make all your choices, you’re ready to start the mission. Click Pro- 
ceed and get ready for action. 


MISSION DIFFICULTY 


Four variables affect how difficult a mission will be—Difficulty setting, 
Guard level (the higher the level, the more enemies you face), Alertness level 
(the higher the level, the more likely enemies are to appear near mission 
objectives or to patrol various areas), and, finally, the sum of the participat- 
ing operatives’ skills. Remember, each begins with an inherent skill. 


NUMBER. OF ENEMIES 


After enemy alertness and type, the main factor affecting mission difficulty 
is how many enemies your team faces during a mission. This is determined 
using three of the foregoing factors. 

Character Strength equals the sum of all the operatives’ skills, modified 
by the game’s Difficulty setting. At Easy, Character Strength is multiplied by 
75 percent; Hard level multiplies it by 150 percent. If Character Strength is 
less than the number of operatives permitted to go on a mission, the num- 
ber of operatives permitted becomes the Character Strength. 

Next, Character Strength is multiplied by the Guard level modifier. If the 
Guard level is Low, the modifier is 50 percent. The Medium Guard level 
modifier is 100 percent, and Alertness level is 200 percent. The result deter- 
mines the number of enemies you confront in a mission. Missions may only 
include up to 20 enemies, any number greater than that carries over to gen- 
erate more powerful enemy types. 


GETTING A HIGH SCORE 


At the end of every mission, you receive a score. If it’s the first time you’ve 
played a given mission type at a location, your score will appear on the High 
Score list on the Single Mission screen. Otherwise, you must beat the previ- 
ous high score to be listed. 
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PLAYER DETAILS 


ME 
Michael Knight 
player@redstorm com 


NEW SING 
CHALLENGE SCORE Pee 


Challenge a high score to see if you can beat it. 


SCORING 


A number of factors determine scoring. To increase your score, be mindful 
of each. 

The first factor is the number of turns it took you to complete the mis- 
sion. Each mission type for every location has a par number of turns, based 
on mission difficulty. This number is divided by the number of turns played, 
and then multiplied by 1000 to give you a Time score. You'll find lists of pars 
for each mission at the end of this chapter. 

The second factor is Contact: if your operatives can complete a mission 
without setting of the alarm, the Contact score is 500 points. If they set off 
the alarm, the Contact score is zero. If the mission takes so long that enemy 
reinforcements arrive and your operatives eliminate them all, the Contact 
score is —500, because you were excessive. (Stealth is one key to achieving 
a high score.) 

The third factor, Damage, is determined at the rate of 100 points for 
every bruised character (yellow around the portrait during the mission) and 
250 points for each wounded character (red around the portrait). Obviously, 
taking damage can really hurt your score. 
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The Total Mission score equals the Time score plus the Contact score, 
minus the Damage score. The Total Mission score is multiplied by 75 percent 
for Easy level or 150 percent for Hard level. 

To generate a high score, your operatives must move quickly, avoid set- 
ting off alarms, and take no damage. You get no points for taking out ene- 
mies. Even in Assault and Defend missions, where the objective is to 
eliminate all enemies, the key is to clear the location quickly and keep your 
operatives healthy. 


TRADING MISSIONS 
WITH OTHERS 


After you create a mission, play it several times to reach the highest score 
you can get. Then trade it with other players to compete. 

High score files are located in the Scores directory under the root 
Shadow Watch directory—C:\Program Files\Red Storm Entertainment\ 
Shadow Watch\scores, if you used the default installation location. Each file 
is named with letters and numbers and contains an .hsf extension—for 
example, S950054615500.hsf. 

To trade high score files with others, either save them to a floppy disk or 
other portable media, upload them to or download them from an FTP site, 
or attach them to e-mail. The latter is quite easy, because each file is less 
than 550 bytes! Most text documents are much larger than that. If you’re 
unfamiliar with attaching files to e-mail, consult the documentation for your 
e-mail software. 

To launch another player’s mission, copy its .hsf file into your Score 
directory. Then, when you start up Shadow Watch, the new mission will 
appear on your High Scores list. 


PAR TURNS FOR 
SINGLE MISSIONS 


What follows are lists of par turns for each mission in Shadow Watch. Note 
that par for some missions, such as Assault and Defend, is determined by 
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the number of enemies in the mission. Par for missions that require you to 
find an item or retrieve or take a hostage is determined by the item/hostage 


location. 


BAIKONUR 


ABANDONED BARRACKS 


TYPE 


Assault 
Defend 

Raze 
Surveillance 
Raid 


Raid 
Raid 
Theft 


Theft 
Theft 


Rescue 


Rescue 


Rescue 
Kidnap 


Kidnap 


Kidnap 


PAR 


12 
12 


LOCATION 


Eliminate all enemies 
Eliminate all enemies 
Find all 
Find all 


In the sergeant’s quarters in the middle of the 
barracks 


In the barricaded barracks to the north 
In the barricaded barracks to the north on a table 


In the sergeant’s quarters in the middle of the 
barracks 


In the barricaded barracks to the north 
In the barricaded barracks to the north on a table 


In the old sergeant’s quarters in the middle of the 
south half 


In the sergeant’s quarters in the middle of the 
barracks 


In the barricaded barracks to the north 


In the old sergeant’s quarters in the middle of the 
south half 


In the sergeant’s quarters in the middle of the 
barracks 


In the barricaded barracks to the north 
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KAZAKH TOWN HALL 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 31 Find all 

Surveillance 25 Find all 

Raid 9 In a secretarial office to the north 
Raid 15 In police storage to the northeast 
Raid 10 In a secretarial office in the middle 
Theft 18 In a secretarial office to the north 
Theft 30 In police storage to the northeast 
Theft 20 In a secretarial office in the middle 
Rescue 10 In the restroom in the south 
Rescue 15 In the mayor’s office in the east 
Rescue 16 In a jail cell in the northeast 
Kidnap 10 In the restroom in the south 
Kidnap 15 In the mayor’s office in the east 
Kidnap 16 In a jail cell in the northeast 


MILITARY BASE 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 22 Find all 

Surveillance 24 Find all 

Raid 10 In the aides’ office to the west 

Raid 12 In the general’s office to the west 

Raid 17 In the sergeant’s office in the barracks in the 
northeast 

Theft 20 In the aides’ office to the west 

Theft 24 In the general’s office to the west 
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MILITARY BASE (continued) 


TYPE PAR LOCATION 


Theft 34 In the sergeant’s office in the barracks in the 
northeast 

Rescue 12 In the general’s office to the west 

Rescue 16 In the guard tower in the northwest 

Rescue 18 In the sergeant’s office in the barracks to the 
northeast 

Kidnap 12 In the general’s office to the west 

Kidnap 16 In the guard tower in the northwest 

Kidnap 18 In the sergeant’s office in the barracks to the 
northeast 


RECREATIONAL FACILITY 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 23 Find all 

Surveillance 13 Find all 

Raid 12 In a storage hall to the east 

Raid 11 In a storage hall on a table to the east 

Raid 15 In the gym storage room to the north 

Theft 24 In a storage hall to the east 

Theft 22 In a storage hall on a table to the east 

Theft 30 In the gym storage room to the north 

Rescue 8 In the locker room in the middle of the facility 
Rescue 10 In the shower room in the middle of the facility 
Rescue 15 In the gym storage room to the north 

Kidnap 8 In the locker room in the middle of the facility 
Kidnap 10 In the shower room in the middle of the facility 
Kidnap 15 In the gym storage room to the north 
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RUSSIAN DACHA 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 12 Find all 

Surveillance 16 Find all 

Raid 8 In the library to the west 

Raid 8 In the library on a desk in the west 
Raid 3 In the master bedroom to the east 
Theft 16 In the library to the west 

Theft 16 In the library on a desk in the west 
Theft 6 In the master bedroom to the east 
Rescue 8 In the library to the west 

Rescue 5 In the dining room in the north 
Rescue 3 In the master bedroom to the east 
Kidnap 8 In the library to the west 

Kidnap 5 In the dining room in the north 
Kidnap 3 In the master bedroom to the east 


SCIENCE OFFICE 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 24 Find all 

Surveillance 28 Find all 

Raid 7 In the security chiefs office in the southwest 
Raid 15 On a scientist’s desk in the middle of the cubicles 
Raid 18 On a scientist’s desk to the east of the cubicles 
Theft 14 In the security chiefs office in the southwest 
Theft 30 On a scientist’s desk in the middle of the cubicles 
Theft 36 On a scientist’s desk to the east of the cubicles 
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SCIENCE OFFICE (continued) 


TYPE 
Rescue 
Rescue 


Rescue 
Kidnap 


Kidnap 
Kidnap 


HONG KONG 


PAR 
13 
23 


15 
13 


23 
15 


LOCATION 

At the security checkpoint in the middle of 
the office 

In the director’s office to the north 

In the file library in the east of the cubicles 


At the security checkpoint in the middle of the 
office 


In the director’s office to the north 


In the file library in the east of the cubicles 


BOTIQUE 


TYPE 


Assault 
Defend 
Raze 
Surveillance 
Raid 
Raid 
Raid 
Theft 
Theft 
Theft 
Rescue 
Rescue 
Rescue 
Kidnap 
Kidnap 
Kidnap 


PAR 


LOCATION 


Eliminate all enemies 

Eliminate all enemies 

Find all 

Find all 

In the staff break room to the north 
In the bar in the east 

In a bedroom to the northeast 

In the staff break room to the north 
In the bar in the east 

In a bedroom to the northeast 

In the staff break room to the north 
In a bedroom to the northeast 

In a bedroom off the bar to the northeast 
In the staff break room to the north 
In a bedroom to the northeast 


In a bedroom off the bar to the northeast 
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ELECTRONICS FACTORY 


TYPE 


Assault 
Defend 
Raze 
Surveillance 
Raid 

Raid 

Raid 

Theft 

Theft 

Theft 


Rescue 


Rescue 
Rescue 


Kidnap 


Kidnap 
Kidnap 


PAR 


FAT TONY’S BAR 


TYPE 


Assault 
Defend 

Raze 
Surveillance 
Raid 

Raid 

Raid 

Theft 
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PAR 


LOCATION 


Eliminate all enemies 

Eliminate all enemies 

Find all 

Find all 

In the assembly area in the west 

In the main office to the northeast 

In the engineer's office to the northeast 
In the assembly area in the west 

In the main office to the northeast 

In the engineer's office to the northeast 


In the assembly prep area in the middle of the 
factory 


In the storage area in the southeast 
In the main office to the northwest 


In the assembly prep area in the middle of the 
factory 


In the storage area in the southeast 


In the main office to the northwest 


LOCATION 


Eliminate all enemies 

Eliminate all enemies 

Find all 

Find all 

In the front office in the southwest 
In the storeroom in the west 

In Fat Tony’s office in the northeast 


In the front office in the southwest 
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FAT TONY’S BAR (continued) 


TYPE PAR 
Theft 20 
Theft 34 
Rescue 10 
Rescue 5 
Rescue 17 
Kidnap 10 
Kidnap 5 
Kidnap 17 
HARBOR WAREHOUSE 
TYPE PAR 
Assault — 
Defend — 
Raze 12 
Surveillance 16 
Raid 13 
Raid 13 
Raid 9 
Theft 26 
Theft 26 
Theft 18 
Rescue 13 
Rescue 13 
Rescue il 
Kidnap 13 
Kidnap 13 
Kidnap 7 


LOCATION 


In the storeroom in the west 

In Fat Tony’s office in the northeast 
In the storeroom in the west 

In the front office in the southwest 
In a booth in the bar to the southeast 
In the storeroom in the west 

In the front office in the southwest 


In a booth in the bar to the southeast 


LOCATION 


Eliminate all enemies 

Eliminate all enemies 

Find all 

Find all 

In the office to the northeast 

In the armory to the east 

In the barracks to the southeast 
In the office to the northeast 

In the armory to the east 

In the barracks to the southeast 
In the office to the east 

In the office to the northeast 

In the barracks to the southeast 
In the office to the east 

In the office to the northeast 


In the barracks to the southeast 
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PRIVATE CONDO 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 23 Find all 

Surveillance 22 Find all 

Raid 10 In the guest quarters in the northwest 

Raid 9 Near the pool in the middle of the condo 

Raid 10 In the office in the southeast 

Theft 20 In the guest quarters in the northwest 

Theft 18 Near the pool in the middle of the condo 

Theft 20 In the office in the southeast 

Rescue 10 In the guest quarters to the northwest 

Rescue 9 In the dining room in the middle of the condo 

Rescue 13 In the master bedroom in the northeast 

Kidnap 10 In the guest quarters to the northwest 

Kidnap 9 In the dining room in the middle of the condo 

Kidnap 13 In the master bedroom in the northeast 
ULTRAMODERN OFFICE 

TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 20 Find all 

Surveillance 15 Find all 

Raid 15 In the receptionist’s office behind the window 

in the southwest 

Raid 15 In the receptionist’s office in the southwest 

Raid 13 Behind the executive office in the northwest 

Theft 30 In the receptionist’s office behind the window 


in the southwest 


Theft 30 In the receptionist’s office in the southwest 
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ULTRAMODERN OFFICE (continued) 


TYPE PAR LOCATION 

Theft 26 Behind the executive office in the northwest 
Rescue 9 In a junior executive office in the west 
Rescue 11 In the board room to the northeast 

Rescue 9 In the employee restroom to the southeast 
Kidnap 9 In a junior executive office in the west 
Kidnap 11 In the board room to the northeast 

Kidnap 9 In the employee restroom to the southeast 


RIO DE JANEIRO 


CATHEDRAL 
TYPE PAR LOCATION 
Assault — Eliminate all enemies 
Defend — Eliminate all enemies 
Raze 25 Find all 
Surveillance 18 Find all 
Raid 14 In a monk’s cell to the north 
Raid 11 In the Father’s assistant’s office to the north 
Raid “bal In the Father’s chamber to the northeast 
Theft 28 In a monk’s cell to the north 
Theft 22 In the Father’s assistant’s office to the north 
Theft 22 In the Father’s chamber to the northeast 
Rescue 14 In the small altar room in the west 
Rescue 16 In a monk’s cell to the north 
Rescue 13 In the Father’s chamber to the northeast 
Kidnap 14 In the small altar room in the west 
Kidnap 16 In a monk’s cell to the north 
Kidnap 13 In the Father’s chamber to the northeast 
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MANSION 
TYPE PAR LOCATION 
Assault — Eliminate all enemies 
Defend — Eliminate all enemies 
Raze 26 Find all 
Surveillance 27 Find all 
Raid T3 In the dining room to the northwest 
Raid 15 In the master bedroom to the north 
Raid 16 In the office in the southeast 
Theft 26 In the dining room to the northwest 
Theft 30 In the master bedroom to the north 
Theft 32 In the office in the southeast 
Rescue 13 In the dining room to the northwest 
Rescue 15 In the master bedroom to the north 
Rescue 18 In the study to the northeast 
Kidnap 13 In the dining room to the northwest 
Kidnap 15 In the master bedroom to the north 
Kidnap 18 In the study to the northeast 
NIGHTCLUB 
TYPE PAR LOCATION 
Assault — Eliminate all enemies 
Defend — Eliminate all enemies 
Raze 10 Find all 
Surveillance 23 Find all 
Raid 10 In the bar in the middle of the club 
Raid 7 In the manager’s office in the north 
Raid 9 In a DJ’s booth to the south 
Theft 20 In the bar in the middle of the club 
Theft 14 In the manager’s office in the north 
Theft 18 In a DJ’s booth to the south 
Rescue 19 In the western bathroom 
Rescue 7 In the manager’s office to the north 
Rescue 19 In the eastern bathroom 
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NIGHTCLUB (continued) 


TYPE PAR LOCATION 

Kidnap 19 In the western bathroom 

Kidnap 7 In the manager’s office to the north 
Kidnap 19 In the eastern bathroom 


POLICE STATION 


TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 3 Find all 

Surveillance 17 Find all 

Raid 6 In the file room to the west 

Raid 7 In the detectives’ office to the east 

Raid 6 In the sergeants’ office to the southeast 

Theft 12 In the file room to the west 

Theft 14 In the detectives’ office to the east 

Theft 12 In the sergeants’ office to the southeast 

Rescue 6 In the file room to the west 

Rescue 11 In the chiefs office to the northwest 

Rescue 6 In a jail cell in the northeast 

Kidnap 6 In the file room to the west 

Kidnap 11 In the chief’s office to the northwest 

Kidnap 6 In a jail cell in the northeast 
RESTAURANT 

TYPE PAR LOCATION 

Assault — Eliminate all enemies 

Defend — Eliminate all enemies 

Raze 19 Find all 

Surveillance 16 Find all 

Raid 11 In the private dining room to the northwest 
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RESTAURANT (continued) 


TYPE PAR 
Raid jl 
Raid 5 
Theft 22 
Theft 22 
Theft 10 
Rescue 7 
Rescue 12 
Rescue 12 
Kidnap 7 
Kidnap 12 
Kidnap 12 
SHANTYTOWN 
TYPE PAR 
Assault — 
Defend — 
Raze 27 
Surveillance 30 
Raid 16 
Raid 10 
Raid 16 
Theft 32 
Theft 20 
Theft 32 
Rescue 16 
Rescue 16 
Rescue T7 
Kidnap 16 
Kidnap 16 
Kidnap 17 
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In an eastern booth 

In the coat check at the south entrance 

In the private dining room to the northwest 
In an eastern booth 

In the coat check at the south entrance 

In the men’s room to the southwest 

In the private dining room to the northwest 


In the private dining room by the kitchen in 
the north 


In the men’s room to the southwest 
In the private dining room to the northwest 


In the private dining room by the kitchen in 
the north 


LOCATION 


Eliminate all enemies 
Eliminate all enemies 

Find all 

Find all 

Somewhere to the west 

In a northern storage room 
In the central hideout 
Somewhere to the west 

In a northern storage room 
In the central hideout 
Somewhere to the west 

In the central hideout 
Somewhere to the east 
Somewhere to the west 

In the central hideout 


Somewhere to the east 
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Ta campaign game is the heart and soul of Shadow Watch. Given the 
game’s 162 campaigns, yov’re unlikely to play the same campaign twice. (If 
you play quite often, however, or if you reinstall the game, you may stumble 
on a campaign you've played before.) 

Each campaign takes place in three different settings, or cities— 
Baikonur, Hong Kong, and Rio de Janeiro. The order in which you visit them 
can vary. 

Each city contains three factions—one friendly, one neutral, and one 
hostile. Which faction is which varies according to subplot. Just because the 
Order of Light is hostile in one campaign doesn’t mean it will be in another. 
You must complete five missions per city. Six locations are possible in each, 
and you won't hit them all in a single campaign. Thus, you can play Shadow 
Watch’s campaign game again and again and confront new challenges each 
time. 


SHADOW 
WATCH 


MAIN MENU 


A new campaign begins. 
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PLAYING A CAMPAIGN 


Starting a campaign is easy. From the main menu, click on New Campaign. 
To ensure you get a differ- 
ent campaign each time, 
the game compares the 
new campaign to those it 
created previously. If any 
match, the game discards 
it and creates a new one, 
rechecking each time 
until it has created a 
unique campaign. 

Next, the starting 
screen introduces you to 
the campaign’s setting, 
and you'll go to your first 
city. After that, you'll view 
the Investigation screen. 


~ 
a 


Hong Kong is one of three cities your team 
will operate in. 


INVESTIGATION SCREEN 


The Investigation screen 
displays a map of the city 2 
that features a number of 
locations. When you 
arrive, one location will list 
a contact—that is, some- 
one you should speak to. 
Click on the contact to go 
to the Conversation 
screen. Speaking to a con- 
tact makes one or more 
missions available. The 
mission type is displayed ee 
under the location name, 


Choose a contact to speak to from 
the Investigation screen. 
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along with the faction con- 
trolling the location and 
its Alertness and Guard 
levels. 
Click on a location to 
“ select a mission. After you 
_ complete it, you'll return 
to the Investigation screen 
to select another contact 
to speak to. There may be 
more than one. New con- 
tacts become available as 
the campaign progresses. 


è 
ur 


Talk to a contact, and then select your mission. 


CONVERSATION SCREEN 


From the Conversation screen, you'll speak to contacts and watch the cam- 
paign’s story line unfold. Each city has three plots; the story changes as you 
go, depending on your choices. 


vV 


SHAY 
WA 


m 


MAIN MENU 


The campaign's story line unfolds in the 
Conversation screen. 


primagames.com 86 


Chapter Five THE CAMPAIGN 


At the start of a conversation, the contact will say something to you. 
Choose one of three responses displayed below this statement. The contact 
will respond, and then you may select from two new responses. The 
contact will make a final statement, and you'll return to the Investigation 
screen to choose a mission. Your responses to the contact affect not only the 
campaiégn’s story line, but the missions offered on the Investigation screen, 
as well. 


DOSSIERS 


Talking to a contact won't tell you much about that person. That’s what 
dossiers are for. In the upper-right corner of the Investigation and Contact 
screens, you may select and view dossiers for both contacts and factions. 

Each contact belongs to a faction. In each mission, you'll go up against 
one of the three factions in the current city. The Corporation provides these 
dossiers to help you determine whether you can trust the contact you con- 
verse with. Check them out during each campaign. Information on both con- 
tacts and factions ean change, depending on the current plot. 


The Faction Dossier describes the types of enemies who 
will confront your team during a mission. 
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Walter Tang is the son of an influential 
i ands 


SHADOW 
WATCH 


The Contact Dossier provides background information 
on each contact you converse with. 


THE MISSIONS 


Campaign missions are a breeze to begin. Because the campaign determines 

mission type and other variables, you need only select the operatives you 

want to send. Select operatives capable of achieving the mission’s objective, 
J as well as those who need the experience points. 


, EXPERIENCE 
AND TRAINING 


After you complete a mission, the participating operatives receive experi- 
: ence points according to the criteria in the following table. 
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AWARDING OF EXPERIENCE POINTS 


ACHIEVEMENT EXPERIENCE POINTS EARNED 

Go on a Mission 250 

Go on a Stealth Mission 250 (Added to Mission Bonus) 

(Theft, Surveillance) 

Accomplish Victory Condition 100 , 
(Take Item, Escort Hostage) — 
Kill Opponent 50 per Enemy 

Scan Opponent (Gennady) 10 per Enemy per Scan = 
Open a Locked Door 50 per Door ag 

Perform First Aid (Maya) 100 per Action |, Bw j 


Unlike in single mis- 
sions, in the campaign 
game the number of ene- 
mies your team elimi- 
nates matters. 

Experience points 


Gennady receives 10 


e 

. : 2 
determine an operatives points per enemy scanned, 
rating. Each timean ol i every time he scans. If he 
ative rises to the next rat- i 
; : doesn't need to move 
ing level, you can train : : 
him or her in a new skill. during a turn, don't waste 
Refer to Chapter 2 for his extra action points. 
information on the skills Instead, scan areas where 
available for each opera- you Know several enemies 


tive. The following table 
lists the experience points 
required to advance to 
each level. 


are located so he can rack 
up the points. 
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OPERATIVE RATINGS 


EXPERIENCE POINTS RATING 

0-500 Recruit (1) 
501-1000 Novice (2) 
1001-1500 Green (3) 
1501-2250 Seasoned (4) 
2251-3250 Veteran (5) 
3251-4000 Crack (6) 
4000+ Commando (7) 
Special* Elite (8) 


*The seventh and final advance is a team promotion. When all six operatives 
have become Commandos, all six advance to Elite. 


ADVANCING THROUGH 
A CAMPAIGN 


After you complete the five missions in the first city, you'll travel to a sec- 
ond city, and then a third. You must complete five more missions in each. 
Once you complete all 15 missions, you'll go to the campaign’s final mission. 
When that ends, don’t stop. Instead, start a new campaign and begin again. 
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Dian is a small city built in the days of the former Soviet Union to 
contain the Soviet space program and its launch facilities. It was a populous 
and prestigious post for much of the latter half of the 20th century. With the 
demise of the Soviet Union, however, Baikonur became a Russian oasis in 
the heart of newly independent Kazakhstan. 

The Russians slowly ceded ownership, if not control, of Baikonur to the 
Kazakh government, which receives revenue from the Russians, and now the 
Corporation, as well. The base and its environs are staffed primarily by Russ- 
ian nationals, although more and more Kazakhs are moving there to cater to 
Russian needs, both legal and illegal. 

Baikonur’s expert workers and scientists make this site of vital impor- 
tance to the space station project. As Russia dissolves further into chaos, 
however, it becomes more difficult to support. We maintain only a small 
advisory team there, because on-site personnel know their jobs better than 
perhaps any in the world. 

Last week, unknown assailants murdered three Russian scientists 
responsible for critical portions of the project, throwing an already fractious 
community into an uproar. The Russian Army, tasked with protecting the 
project and its personnel, is mobilizing. But the scientists, outraged and fear- 
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ful, have hired a small but powerful force of armed mercenaries for protec- 
tion, and this has antagonized the Russian Army. Kazakh authorities, too, 
are monitoring the situation. 

You must discover the truth behind the killings and quickly restore 
smooth operations to the Baikonur site. 


THE CONTACTS 


You may speak to six contacts while in Baikonur. Because several plots exist 
for this campaign, you won’t speak to them all. Depending on their faction’s 
status, they can be friendly, neutral, or hostile. Only conversation will reveal 
their true relationship to your team. 

Look over the following dossiers for each of the six contacts. Information 
may vary, depending on plot. 


ATABEK 


Bolat Atabek is a Kazakh smuggler and merchant of illicit goods. The large 
Russian population at Baikonur has little or no social support, and mer- 
chants such as Atabek have come to fill those needs. 
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Atabek is a known trafficker in narcotics and other drugs, pornography, 
and prostitution. Evidence indicates he supplies military weapons and mer- 
cenaries, as well. This broad spectrum of distasteful activities has made 
Atabek one of Baikonur’s richest Kazakhs. 

Voice stress analysis indicates that Atabek is cowardly. He knows the 
Kazakhs disapprove of his activities, and that the Russians and the Corpora- 
tion only tolerate his existence. If you press him, he’ll buckle. Don’t under- 
estimate the extent of his resources and intelligence, however. 


BARININOVA 


Science Director Barininova is the administrative head of the Baikonur pro- 
ject. Despite her youth, Barininova is one of the world’s top rocketry spe- 
cialists. She was transferred from undergraduate work in Moscow directly to 
Baikonur years ago, and forced to complete her academic work in a practi- 
cal setting. 

Although her scientific accomplishments are outstanding, her record as 
an administrator is appalling. Surveys of her subordinates paint a picture of 
an overly critical, vain, and disinterested supervisor with an ingrained 
hatred of administrative work. She won’t step aside for a more qualified 


-A 
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administrator, however, and her scientific contributions are too valuable to 
remove her from the project. 

Barininova’s morale and interpersonal relations have declined over the 
past year. As part of the package that promoted her to Science Director, she 
signed an extended contract with the Corporation—a contract she has gone 
to great lengths, short of actually losing her pay and title, to break. 

Voice stress analysis suggests Barininova’s towering ego and intellectual 
arrogance is genuine. Her disdain for others is complete and real. However, 
she’s not a quick thinker, and sharp, direct questioning may shatter her com- 
posure. 


DUBROV 


Assistant Science Director Dubrov is Barininova’s administrative sidekick 
and more. Cut from the same cloth, he’s arrogant, remote, and brilliant. 

Dubrov acts as Barininova’s toady. He’s her eyes and ears among the 
other scientists, who hate them both. Like Barininova, Dubrov antagonizes 
the military presence on the base whenever he can. 

Voice stress analysis indicates Dubrov is psychologically brittle. His ego 
has thrust him into a position of prominence, but under pressure his will may 
break. If he and Barininova suffer a rift, his entire personality may collapse. 
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EVANOV 


General Evanov is one of the few Russian generals to have compiled a suc- 
cessful combat record over the past two decades. He served with distinction 
as a young staff officer in the Afghanistan actions, but it was in the unend- 
ing counterrevolutionary actions in Chechnya and Dagestan that he gained 
the respect and gratitude of the Kremlin. Smart tactical leadership couldn’t 
reverse his own commanders’ strategic errors, however, and Evanov lost a 
son, and a leg, to Chechen rebels. 

In gratitude, the Kremlin gave Evanov his stars and put him out to pas- 
ture in a prestigious and quiet post—Baikonur. There, Evanov oversees one 
of the few Russian Army units that enjoy regular pay and supplies. Of course, 
this logistical certitude originates more from the Corporation and the Kaza- 
khs than from Moscow. 

Official records and interviews with subordinates indicate Evanov’s 
troops perceive him as a strong father figure. His record is clear and his 
morale high. If the Russian Army is friendly to you, you may entrust Evanov 
with limited local operational knowledge of your activities. 
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GORANADIN 


Lieutenant Goranadin leads a subgroup of Russian soldiers at Baikonur. He’s a 
bully, a gambler, and a cheat, and these are merely his confirmable qualities. 

Goranadin was a special operations officer for the Russian Army for a 
dozen years or more. His records are sealed, although his commander may 
have personal records. Peer interviews indicate Goranadin has served with 
distinction, but not with honor. 

Voice stress analysis indicates that Goranadin is psychologically unsta- 
ble. He may suffer from one or more addictions, including but not limited to 
alcohol. He’s no longer capable of significant leadership. 


ORMANTAYEV 


Ormantayev, the Kazakh national in charge of the complex political entity 
that is Baikonur, has a delicate political position. He must assert Kazakh 
control over a decaying Soviet scientific and military infrastructure, when 
that infrastructure is still teeming with Russians and technically remains 
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Russian. Kazakhstan must keep the Russians and the Corporation happy, 
because the revenues it derives from Baikonur are significant. 

A stout, dour bureaucrat, Ormantayev manages this balancing act well. 
He deals with Russian nationalism’s clashes with rising Kazakh nationalism 
by appearing always to be an accommodating if officious man. If he can’t rea- 
son with you, he'll bury you in paperwork. 

Treat Ormantayev with care. If the Kazakh government were to change 
its mind about allowing the Corporation to operate in Baikonur, it will 
become impossible to complete the International Space Station. 


THE FACTIONS 


Baikonur’s three factions will relate to your team variously, depending on the 
campaign’s plot. In each campaign, however, one faction will be friendly, one 
neutral, and one hostile. 

Three unit types make up each faction. 
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KAZAKHS 


Because there’s little need, and to minimize ethnic/nationalistic tensions, 
Kazakhstan maintains few regular forces in the area around Baikonur. 
Should forces become necessary, they'll be drawn from the scattered regular 
military and militia system. 

These forces aren’t truly under the control of the local civilian govern- 
ment. Charismatic and experienced warlords dominate and drill the troops. 
In the event of conflict, a loose confederation of these warlords would act as 
a guerilla force until proper Kazakh forces arrived. 


AN MILITIAMAN 
Weapon: Rifle 
Accuracy: 50 


Power: 50 
Morale: 6 
Skills: None 


% of Foree: 50% 


Kazakh combat potential is great. The most numerous 
combatant is the militiaman, armed and drilled with an old, 
none-too-accurate automatic rifle. 


SOLDIER 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: 7 
Skills: None 


% of Force: 35% 


The militia is bolstered with regular or reserve soldiers, who 
have received proper training and are armed with assault rifles. 
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WARLORDS 
Weapon: Rifle 
Accuracy: 70 
Power: 70 
Morale: 7 
Skills: +1 to troop Morale; can Rally 


% of Force: 15% 


The warlords represent a significant force amongst the 
Kazakhs. These units lead by example, wielding their assault 
rifles well and encouraging the other Kazakh troops. Their 
leadership is strong enough that all Kazakh forces receive a 
morale bonus when a warlord is present. Warlords also may 
rally individual soldiers with failed morale. 


RUSSIAN ARMY 


Few of the Russian armed forces’ well-publicized problems affect the garri- 
son at Baikonur. These troops are well-led, regularly paid, and always housed 
and fed. The garrison knows this, and has a uniformly high morale, rein- 
forced by an awareness that General Evanov will send them home for any 
disciplinary infraction. 

The Russian Army’s few hundred soldiers and support staff at Baikonur 
are woefully insufficient to maintain a base intended to serve a full mecha- 
nized division. They've consolidated their operations into a small area of the 
original base, and allowed the remainder to fall into disrepair. 


PRIVATE 
Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 6 
Skills: None 


% of Force: 50% 


The Russian Army garrison’s combat potential here is strong. 
Because munitions arrive irregularly, the basic unit, a private, 
normally is armed with nothing stronger than a pistol. 
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SERGEANT 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: 7 
Skills: None 


% of Force: 35% 


Sergeants carry assault rifles and are happy to instruct the 
privates in their use. 


RIFLEMAN 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: i 
Skills: Burst Fire 


% of Force: 15% 


The Russian Army’s significant force at Baikonur is its heavy 
weaponer equipped with a light, portable machine gun. These 
specialists are accurate and well-trained, often able to damage 
adjacent targets precisely. 


SCIENTISTS 


Due both to murders and to Barininova’s hatred of the Russian military gar- 
rison, Baikonur’s scientists have organized their own physical defenses by 
arming themselves and hiring a small but powerful force of mercenaries. 
These units appear to take their orders directly from Barininova. The com- 
bat potential of this force is good. 
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SCIENTIST 
Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 5 
Skills: None 


% of Force: 33% 


The scientists themselves received basic training from the 
Russian Army, and have armed themselves with pistols and 
other scrounged weapons. Don’t confuse them with serious 
combatants, however. Often they flee actual combat. 


MERCENARY 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: T 
Skills: None 


% of Force: 52% 


The mercenaries are another story. Each is heavily armed and 
accurate with an assault rifle. These troops will attempt to 
herd the scientists, or at least to get them out of the way. 


MERCENARY LEADER 
Weapon: Rifle 
Accuracy: 80 


Power: 80 
Morale: 8 
Skills: Burst Fire 


% of Force: 15% 


The mercenary leaders are this faction’s most dangerous force. 
Years of intense conflict enable these men to wield their 
assault rifles swiftly and accurately. Even short bursts can 
damage adjacent combatants. Their experience also affords 
them high tactical morale. 
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LOCATIONS 


There are six locations in Baikonur. You have only five missions, however, so 
you won’t be able to play them all in a single campaign. 


ABANDONED BARRACKS 


The Abandoned Barracks is a small location 
that can make for a quick mission. As diffi- 
culty increases and your team gains experi- 
ence, however, this also means a lot of 
enemies will be concentrated in a few rooms. 

Deployment areas for this location lie 


back to back. Thus, your team must use cau- 


tion when they return to them at the end of a 
mission. Enemies may have entered via the 
other deployment area and be waiting for you. 

Once Gennady has the Deep Sean skill, he needn’t actually enter the bar- 
racks to scan most of it with his sensor. A good plan is to move him into 
Room 6. There he’s protected from enemies patrolling the deployment areas 


and can scan every corner of 
the barracks. This keeps him 
safe and out of the way. 

For most missions, there’s 
no need to enter rooms 5 and 
8. They often contain enemies 
and the door between them is 
locked. Locate items and 
hostages in Room 3, 4, or 7. 
Unless Gennady’s or Lily’s 
skills reveal which holds the 
item or hostage, always enter 
through Deployment Area 1 
when using a single team. You 
have a 66 percent chance of 
finding what you seek in Room 
3 or 4. 


Gennady can Scan most of the 
Abandoned Barracks from the closet 
between deployment areas. 
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LEGEND 


Hostage 
Item 

Raze 
Surveillance 
infiltrate 


Door 
Locked Door 


Window 


Deployment Area 


Often you'll find items in Room ... Hostages, too. 
3 or 4 to the north... 
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For Raze missions, you 
need only clear rooms 3 and 9, 
and then place a third demoli- 
tion charge in Room 6. Surveil- 
lance missions can be easy. 
Always start at Deployment 
Area 1 and clear out enemies 
in rooms 3 and 4. Plant the 
bug, and then leave. 

For Assault missions, 
divide your team into two 
groups and enter at both 
deployment areas. Order the 
groups to move toward rooms 
5 and 8, clearing all rooms 
along the way. Rooms 4 and 7 
serve as great hiding places 
during Defend missions. When 
enemies walk past the door, 
take them out. You can create 
effective kill zones by position- 
ing operatives in rooms 3 and 
9 behind cover with a view to 
rooms 4 and 7. 

If you infiltrate Lily into 
this location for a solo mission, 
she’ll begin in Room 5. This 
isn’t usually a good idea: ene- 
mies almost always lurk inside 
and a Theft mission will fail in 
the first turn if Lily can’t clear 
it before they sound the alarm. 


LULL TSS 

If you can't find a hostage or item in the 

northern part of the location, you will in 
Room 7 in the south. 


Lily infiltrates the Abandoned Barracks and 


begins near the door between the two 
shower rooms. 
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KAZAKH TOWN HALL 


The Kazakh Town Hall is a large location 
with a sizeable, exposed courtyard. Keep 
your operatives mindful of the windows 
around Courtyard 11. They allow enemies 


in hallways 8 and 15 to fire at you. 


Although Deployment Area 1 
exposed, often it’s the best place to begin a 
mission. Enemies almost always will begin 


is 


in rooms instead of halls overlooking the 


Deployment Area 1 is very exposed, so 
get your team inside and out of sight 
as quickly as you can. 


This can endanger your rush for the 
deployment area. If your objective 
lies in the south, you'll find the item 
in Room 18, the hostage in 22. 

For Assault missions, divide your 
team between the two deployment 
areas. While one group attacks from 
the south, the other should clear out 
the north, beginning with Room 3 


primagames.com 


courtyard, and this gives you time to 
get inside before they can spot you. 
Often you'll find items and 
hostages in the north half of the loca- 
tion. Begin at Deployment Area 1 
and enter the door to Hallway 8. 
Check rooms 4 and 10 for items, 7 
and 13 for hostages. The door 
between rooms 9 and 10 is locked. If 
the alarm sounds, prepare to greet 
enemies approaching from the south. 


The Mayor's Office (13) often holds a 
hostage. Gennady must plant a bug 
there for Surveillance missions. 


106 


Chapter Six BAIKONUR 


LEGEND 


Hostage 
ltem 

Raze 
Surveillance 
Infiltrate 
Door 


Locked Door 


“m “m “ “ “m 


“m “ 


“ 


Window 


Deployment Area 


The Kazakh Town Hall 


and working east. Avoid triggering the alarm until after the northern team 
enters the building. 

Defend missions can be tough, depending on where your operatives 
begin. Your team can trap enemies entering from Deployment Area 2 in a 
crossfire from rooms 21 and 22, but will find those entering from Deployment 
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Area 1 a real challenge. Try to 
position operatives in rooms 9 
and 16 to turn hallways 8 and 
15 into kill zones. 4 is a good 
spot, as well. From these posi- 
tions, they can cover the door 
to 12. 

Raze missions require 
Rafael to cover most of the 
location. Its usually best to 
begin at Deployment Area 1 
and head to Room 3. Then 
work your way down the hall- 
ways to Room 20 and on to 21. | i 
From there, you can exit Don't forget to check the Jail Cell (7) for a 
through either deployment hostage. 
area. 


Surveillance missions are 
far more difficult. Your team 
must cover a lot of exposed 
area. Start at either deploy- 
ment area. You must bug 
rooms 23 and 13. If either is 
occupied, clear them silently. 
Use the hallways to move from 
room to room before exiting 
through the nearest deploy- 
ment area. 

Infiltrating Lily into this 
location can be a good idea. 
She'll begin the mission in 


When you enter the location from the 


south, check and clear out Room 22 to Room 10. If the item/hostage 
eliminate the possibility of enemies isn’t there, she need look no 
sneaking up from behind. farther than a few rooms away. 
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MILITARY BASE 


The Military Base comprises a number of 
rooms around a large motor pool housing 
tanks and a helicopter. Deployment Area 
1, usually the best choice for beginning a 
mission, leads into a complex of offices. 
Deployment Area 2 is a guard shack lead- 
ing into the motor pool yard. Its entrance 
is more exposed. 


Hostage 
Item 
Raze 
Surveillance 
Infiltrate 

= Door 


= Locked Door 


The Military Base 


Window 


Deployment Area 
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It's usually best to enter the location If the objective lies in the barracks 
through the offices. area to the northeast, however, deploy 
through the guard shack. 


You'll locate items in Room 5, 6, or 10 and hostages in Room 6, 8, or 10. 
For missions with these objectives, your best bet is to start at Deployment 
Area 1. Move through the office complex to Room 5. If the objective isn’t 
there, continue on to Shack 8, and then Room 10. The barracks complex, 
Room 12, and surrounding area, 
often contains several enemies. 
If you must go in, expect a fight. 
When crossing Yard 7, watch for 
enemies near the helicopter or 
near Mechanics Bay 9. 

For Assault missions, divide 
your team into two groups and 
send both north. Take opera- 
tives with heavy firepower in 
through Deployment Area 2, 
because they'll usually face the 
most resistance. During Defend 
missions, use the tanks and 
vehicles in the yard for cover 


against enemies approaching Use caution when entering Room 6. 
through Deployment Area 2. Enemies in the yard can spot you through 
Mechanics Bay 9 provides a windows on the east. 
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good ambush area. For the other 
side of the location, position 
operatives in Room 4. From 
there, they can shoot out the 
door into Room 3 and through 
the window at Deployment Area 
1. Or position them to the right 
of the door so they can take out 
the enemies who come through. 

Raze missions require Rafael 
to plant charges throughout the 
location. If you don’t want a big 
firefight, start in Deployment 
Area 2. Avoid triggering the 
alarm until after Rafael plants 


Maintain stealth for as long as possible as 
you move through the yard. The best way 


the first charge in Mechanics  {o do this is to scan for enemies, and then 
Bay 9 and crosses the yard to have Lily take them out quietly with her 


plant the second near Shack 8. 
Then rush to plant the final 


Martial Strike attack. 


charge in Room 4 and exit via Deployment Area 2. By staying stealthy, you 
avoid enemies pouring out of the barracks until you’re already in the office 


ad 


_ 


The barracks area often contains a lot of 
enemies. Cover both doorways, as well as 
the path into Room 12. 


11 


complex and on your way out. 

Surveillance missions are 
far tougher. Start in Deploy- 
ment Area 2. You'll probably 
have to clear out Mechanics 
Bay 9 to prevent an enemy 
from spotting you on your way 
to Room 12. Enter the bar- 
racks complex with caution. 
Use Gennady’s scanner to 
locate enemies and determine 
which direction they face. If 
necessary, shut the doors to 
rooms 10 and 11. After placing 
the bug in 12, head to Room 6 
and out through Deployment 
Area 1. If you work your way 
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around the yard in the other direction, use caution in Room 6. Enemies in 
the yard may spot you through the window. 
If you infiltrate Lily, she’ll begin in Mechanics Bay 9. 


RECREATIONAL FACILITY 


The Recreational Facility, although easy at 
the early levels, becomes increasingly dif- 
ficult as you play with more experienced 
operatives: they'll confront far more ene- 
mies, most in Room 3. 

When you seek an item or hostage, 
enter through Deployment Area 2 to 


~~ ee 


bypass Room 3. Take care to 
avoid being spotted through 
the window between rooms 3 
and 4. The key to staying 
stealthy is to end each opera- 
tive’s turn out of sight. If you 
can’t make it through the door 
to Hallway 5, crouch with your 
last action point so the ene- 
mies in 3 can’t see you. You'll 
a find items in Room 8, 9, or 11 
You'll always find items and hostages and hostages in Room 7, 8, or 
in the north half of the location. 11. The door between rooms 9 
and 10 is locked. 
For Assault missions, divide your team into two groups. Wait until the 
group from Deployment Area 2 can move into Room 4 near the doors before 
beginning the fight. Then have both groups create a crossfire in Room 3. 
Close the doors and use them as cover, if necessary. During a Defend mis- 
sion, concentrate your operatives in the west and east corners of Hallway 5 
and take out enemies as they go through the doors from rooms 3 and 4. 
Treat a Raze mission as an assault, because you must place a charge in 
the southwest corner of Room 3. Surveillance missions are tricky. Enter 
through Deployment Area 2. One of the tiles in which you must plant a bug 
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For frontal assaults on the 
Recreational Facility, position your 
firepower near the front door and 

blast away. Close the door for cover 
if necessary to avoid return fire. 


Another good tactic is to 
attack Room 3 from Room 4. 
Use the doors (and even the 

windows) for cover. 


LEGEND 


Hostage Door 

ltem Locked Door 
Raze 

Surveillance Window 
Infiltrate 


Deployment Area 
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lies in the corner of Room 3, 
behind the bar. Rush Gennady 
into the room, and then r 
crouch him behind the bar to A eee 
avoid detection. Then get out Ç 
and into Room 7 before exiting , 4 i 
through Deployment Area 2. 
Infiltrating Lily usually is a 
bad idea: she begins behind 
the bar in Room 3. There are 
no objectives in there for her, 
and its not worth risking 


detection by all the enemies in : 
the room. Lily infiltrates into Room 3, where most 
enemies often lurk. 


aA. 


RUSSIAN DACHA 


The Russian Dacha is a small location that 
allows for quick, but challenging, missions. 


Most enemies tend to hang out in 
Room 8. The door between 
Room 10 and Deployment Area 1 
is locked. 

You'll find items and hostages 
in rooms 3, 7, and 10. It doesn’t 
matter which deployment area 


When entering through Deployment you use. If you use Deployment 

Area 2, avoid the windows. You can Arex @ however: be care of 

position an operatives near a window i i 
to clear Room 8, however. 


the window on the south side of 
Room 8. An enemy near the win- 
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LEGEND 


Hostage 
Item 


Raze 
Surveillance 
Infiltrate 


Door 
Locked Door 


Window 


Deployment Area 


The Russian Dacha 


dow could spot your operatives if 
they don’t keep to the deployment 
tiles nearest the Dacha. 

When assaulting the location, use 
two groups. Clear out the east side 
first; then converge on rooms 3 and 8 


Room 8 often contains several 
enemies. Use the furniture for 
partial cover. 


at the same time. Defend missions 
are trickier. Position operatives in 
rooms 4, 8, and 9 to engage enemies 


as they enter rooms 6 and 11. Be Often it's best to enter the Dacha 
through the back door. 
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The door between Deployment Area 1 
and Room 10 is locked. To remain 
stealthy, have Gennady pick the lock. 
Otherwise, Bear can kick it down or 
Rafael can blow it up. 


largest rooms—3 and 8. Be sure to 
scan them to learn which direction 
the enemies face. Room 3 can be very 
difficult, because the enemies often 
take cover behind a table. If Rafael 
has gas grenades, try using him along 
with Gennady for this mission type. 
If you infiltrate Lily into the 


wary of enemies entering through 
Room 10, as well. 

Raze missions require your team 
to pretty much clear the location, 
because the charge-planting positions 
lie scattered about. Surveillance mis- 
sions can be extremely difficult, 
because both bug tiles are in the 


/ 


Lily infiltrates the Russian Dacha 
through a closet in the north. 


Russian Dacha, she'll begin in Room 4. Watch out for an enemy in Room 5 
before heading out through the rest of the location. 


SCIENCE OFFICE 


The Science Office, with its interconnected 
rooms of cubicles, can be a dangerous location. 

You'll find items in Room 5, 7, or 14 and 
hostages in Room 8, 9, or 15. For missions 
with these objectives, it’s usually best to enter 
via Deployment Area 1. If the objective lies in 
Room 5, your mission will end quickly. You 
can look through the window between rooms 
6 and 7 to see if your objective lies in Room 7. 
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LEGEND 


H = Hostage 

* = Item 

R = Raze 

© = Surveillance 


Infiltrate 
= Door 
= Locked Door 


Window 


Deployment Area 


It's usually best to enter the 
Science Office through the 
front door. However, be wary 
of enemies who can spot 
you through the many 
windows into Room 3. 
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If not, move through Room 8 
into Room 9 to find it. Try 
closing the door to Room 7 
to protect your operatives’ 
backs. Use caution in Room 
3: windows allow enemies in 
rooms 4, 6, and even 7 to 
observe your operatives. 

On an Assault mission, 
divide your team as usual. 
The group entering via 
Deployment Area 1 should 
clear out the westmost office 
before entering Room 16. 
Have one operative cover 


Place an operative near the window between 
rooms 6 and 7 to provide cover for operatives 
entering the cubicle area through Room 8. 
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This location features 
two great spots from which 
to snipe at the enemy. From 
the window at Deployment 
Area 2, you can clear Room 
1% and cover the door to 
Room 8. The window in 
Room & with a view into 7 
is another great spot. If the 
doors are open, you can 
cover a passageway all the 
way into Koom 4. 
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through the window into Room 
7. Send this group into Room 
8, and have it clear rooms 7 
and 9, as well. After the second 
group clears Room 16, it enters 
rooms 10 and 11. When these 
are clear, continue into 14 
through a locked door and fin- 
ish by clearing rooms 12, 13, 
and 15; During a Defend mis- 
sion, position operatives to fire 
into Room 3 from rooms 4, 6, 
and 16, and then from rooms 8 
and 10 to cover enemies 


approaching from Deployment Often a few enemies guard the 
Area 2. main hall (16). 


For Raze missions, send 
Rafael and his team through Deployment Area 2. Place a charge in the south- 
west corner of Room 16; then move to Room 11 and do the same. Go 
through the locked door into 14 and place the final charge in Room 12. Exit 
the location along the path you took in. 


o 
— Ss 
When entering the cubicle area via 
Room 8, be careful of doors to rooms 7, 9, 
and 13. Enemies may appear from behind 
any of them. 
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Maya or another operative can snipe 
through the window from Deployment Area 
2 into the main hall to cover the team. 


Surveillance missions can be tough, because you must cross some exposed 
areas. Start in Deployment Area 2 and clear the east side of Room 16 before 
entering Room 8. Close the door to Room 7 before entering Room 9 and plant- 
ing the first bug. Then enter Room 13, closing the doors to 12 and 14 before 
entering 15 and planting the final bug. Then exit along the same path. 

When infiltrating this location, Lily begins in the south part of Room 10. 
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I, Hong Kong, you'll operate in a highly politicized environment. When the 
Chinese agreed to cooperate in the ISS project, Western nations forced them 
to adhere to strict guidelines. To prevent unauthorized technology transfer, 
all high-technology work must be done within Hong Kong, under the tight 
control of a Western corporation—us. In response, the Chinese government 
placed harsh restrictions on project workers and on our administrative staff, 
angering both groups. The project is unlikely to proceed smoothly here. 

Just 48 hours ago, a small explosive device damaged our electronics 
assembly facility. No personnel were harmed, and little significant damage 
was done. But the implications of our security failure are clear: what was 
done once can be done again, with more powerful explosives. The Chinese 
government has taken the opportunity to demand that all project security be 
placed under the control of the Chinese Army. 

You must reveal and stop those behind the attack. In addition to obvious 
suspects in the Chinese Army, significant political unrest exists in Hong 
Kong itself, as well as a powertul criminal element. 
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CONTACTS 


You may speak with any of six contacts in Hong Kong. Because there are sev- 
eral plots, you won’t have an opportunity to speak with them all in each cam- 
paign. Depending on their faction’s status, contacts may be friendly, neutral, 
or hostile. The only way to determine their true relationship to your team is 
through conversation. 

Look over the following dossiers for each contact. Remember, some of 
this information may vary depending on the campaign’s plot. 


FAT TONY 


The man known as “Fat Tony” poses as a low-level information broker and 
Triad middle manager, but his true power and abilities lie much deeper. 
Records are unclear, but he worked with or for British intelligence for 
decades prior to the Chinese annexation of Hong Kong. We have no reason 
to suspect that situation has changed. Be aware that any information you 
share with him will be in London before the end of the day. He appears polit- 
ically linked with the Triad, perhaps due to his personal relationship with 
the Triad leader. Reports indicate an interest in Western politics, but signif- 
icant ties are unlikely. 
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Voice stress analysis indicates that Tony is an agile thinker, but is 
obsessed by something that prevents his full expression. He may be ill, or 
nursing a physical or psychological addiction. 


LO WEI 


A born-again democratic fundamentalist, Lo Wei spent the first 50 years of 
his life becoming an industrial magnate, building and managing factories and 
facilities all over Hong Kong and Southeast Asia. His personal wealth is diffi- 
cult to distinguish from that of his company, but it certainly amounts to hun- 
dreds of millions of British pounds sterling. 

His company’s growth has stagnated in recent months, due in part to 
fluctuations in the Asian economy, but also to Lo Wei’s inattention. Aides 
report that he spends less time at the office, and may be involved in other 
ventures. 

In his late life, Lo Wei has become obsessed with history and his place in 
it. He’s concluded that a democratic revolution is inevitable in Hong Kong, 
and that he has the talent and resources to coordinate it. Unofficially, he 
leads a large political and military sect. It’s unlikely that the revolution 
would pose any serious threat to the status quo without Lo Wei’s energy and 
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focus. He has a passion for rhetoric, and a logistic and strategic gift that has 
transformed disorganized student protests into a significant national move- 
ment. 

Pattern analysis indicates a direct and uncomplicated strategic mind. Lo 
Wei is used to a world in which he is the absolute force, where those who 
stand in his way simply have yet to see his light. Lo Wei is a highly intelli- 
gent, arrogant man. His subterfuge experience probably is minimal, and may 
extend no further than direct denials. Voice stress analysis confirms this 
arrogance. A mobile force will frustrate him. 


QONG PO 


Qong Po commands the Chinese Army in Hong Kong. The “captain” actually 
draws pay and holds a rank equivalent to a Western colonel or higher. In 
terms of police, judicial, and public matters, Qong Po’s rule is virtually 
absolute. He’s no politician, but he wields power sufficient to command the 
respect of publie officials. 

Qoné Po is rigid and inflexible, with a flair for bureaucracy. He’s ruled the 
city competently but not well. Accordingly, his desperation may be growing 
as political enemies converge on him. 
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Qong Po is a deeply patriotic citizen of Hong Kong and China, in that 
order. He takes his role as keeper of order very seriously. Qong Po left behind 
a wife and family in Shanghai, despite an expected 10-year tenure in Hong 
Kong. 

In a city often rocked by political scandal, vicious gang wars, and incip- 
ient revolution, Qong Po keeps a steady hand on the helm. He’s unimpres- 
sive, but also unimpressed. Voice stress analysis indicates that bluntness is 
his preferred mode of speech, and that he enjoys the discomfort this can 
cause in others. 


JADE 


“Jade” (real name unknown) runs an upscale boutique in Hong Kong’s old 
downtown. Although the venue does good business, evidence suggests a sig- 
nificant source of income beyond that generated by the boutique alone. 
Jade has no official ties to the Triad or other underworld entities, and 
isn’t hostile to any faction or individual. She appears to be an independent. 
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SHAO JIN 


Shao Jin leads the Triad, the largest confederation of underworld gangs in 
Hong Kong. His effectiveness as leader is due both to his exaggerated per- 
sonality and to his undeniable competence. Sources estimate profits from 
Triad activities have exceeded 25 million pounds sterling for each of the last 
five years. 

Shao Jin dresses like a casual Westerner, to the point of being deliber- 
ately unstylish—loud Hawaiian prints, torn jeans, unattractive sunglasses, 
and the like. This personal style contrasts with a highly formal, almost ritu- 
alized manner of speaking he patterns after the formal Chinese imperial 
court of more than 1,000 years ago. The overall effect is unsettling, presum- 
ably the point. He combines this behavior with a vicious homicidal streak, 
and rules the Triad by fear. 

Voice stress analysis indicates Shao Jin has no interest in the frivolous 
or trivial, and former associates confirm this. Sufficient evidence exists to 
indicate that Shao Jin trained for several years with Yakuza crime clans 
in Tokyo. 
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WALTER TANG 


Walter Tang is the offspring of an influential German industrial magnate and 
a Hong Kong prostitute. His father gave Tang every perquisite of European 
privilege — private schools, a lavish lifestyle, and an inheritance that should 
have enabled him to build a good life anywhere. But his education failed to 
instill much in the way of common sense or even basic intelligence in the 
young gentleman. 

While traveling around Europe, he met and married a Hong Kong native, 
and thus became the nephew of Lo Wei, CEO of Democratic Revolution, Ltd. 
Tang soon changed his surname to a more Chinese-sounding one, and joined 
the family firm as director of sales. 

Voice stress analysis indicates that Tang is superficial, easily distracted, 
and unconcerned with how others react to his views. Naive, rich, and unpop- 
ular, Tang makes an easy target for any force with an agenda in Hong Kong. 
He’s learned that his privileged early life garners him nothing in Hong Kong. 


z 
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FACTIONS 


Again, Hong Kong’s three factions will relate to your team variously, depend- 
ing on the campaign’s plot. However, in each campaign, one faction will be 
friendly, one neutral, and one hostile. 

Each faction comprises of three unit types. 


CHINESE ARMY 


The Chinese Army is the strongest military presence in Hong Kong. When 
we refer to “Chinese Army” in these documents, we mean those elements of 
the military specifically tasked with local defense and law enforcement. 

These elements operate as a single unit on the Chinese Order of Battle 
to simplify chain-of-command issues and maximize unit morale. This unit is 
under the personal command of an officer with the English rank of captain, 
but actual rank translates to something between colonel and general. 

There’s little need for a fully armed and uniformed unit in today’s Hong 
Kong. This unit’s militancy and full combat dress stem from its current com- 
mander, Qong Po. Many unit members owe personal loyalty to Qong Po. And 
many are not native to Hong Kong, including Qong Po himself. Thus, the unit 
serves as both family and ethnic community to its members, Combat poten- 
tial is significant, as the unit is well-trained and well-armed. 


PRIVATE 


Weapon: Pistol 
Accuracy: 50 


Power: 50 
Morale: 6 
Skills: None 


% of Force: 50% 


The Chinese Army’s standard operating soldier is a private 
armed with a standard-issue pistol. 
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NCO 
Weapon: Rifle 
Accuracy: 70 
Power: 70 
Morale: 7 
Skills: None 


% of Force: 35% 


NCOs carry assault rifles and have trained in urban combat. 


COMMANDO 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: T 
Skills: Martial Strike II 


% of Force: 15% 


Specially trained commandos make up the backbone of the 
force. They use assault rifles and are lethal opponents hand-to- 
hand and using other CQB (Close Quarters Battle) techniques. 
They can attack an operative up to two tiles away, as with 
Lily’s Martial Strike II. 


DEMOCRATS 


A strong and growing faction in Hong Kong demands independence. And the 
ruling Chinese government is not amused. These self-styled revolutionaries 
remain largely a collection of ex-students and fanatics, often unfocused and 
lacking significant leadership. 

The movement has grown enormously in recent months as millionaire 
industrialist Lo Wei has thrown his fortune fully behind it. Thanks to his sup- 
port, the revolution has become a very real threat. Before long, its members 
will become full-fledged terrorists, or freedom fighters. Combat potential is 
moderate. 
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STUDENT 
Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 7 
Skills: None 


% of Force: 33% 


Although these “troops” have received no training, they’re 
armed and confident and have a morale level bordering on the 
fanatic. Students form the bulk of the force. Usually, they’re 
armed only with pistols. 


LEADER 


Weapon: Pistol 
Accuracy: 70 


Power: 50 
Morale: 8 
Skills: None 


% of Force: 33% 


Leaders are confident and sure, often businessmen of some 
importance within Hong Kong. 


REVOLUTIONARY 
Weapon: Concussion Grenades 
Accuracy: N/A 
Power: 50/75 
Morale: 7 
Skills: None 


% of Force: 33% 


Most dangerous are the fanatical revolutionaries. All are ready 
to die for the cause, and carry a variety of homemade bombs 
and modern grenades to ensure they don’t die alone. In a tight 
environment, a single thrown grenade can ruin a mission. 
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TRIAD 


Hong Kong's criminal underworld comprises gangs known variously as 
“Tongs,” or “Triads.” They've consolidated in recent years until now there is 
effectively only one large gang, known as “the Organization” or “the Triad.” 

The Triad engages in normal underworld activities, including vice, gam- 
bling, and protection. It’s not nearly as violent as its gangster element sug- 
gests, especially since power was consolidated under Shao Jin. As Hong 
Kong’s fortunes have risen, so have the Triad’s. Its forces are rich and well- 
supplied, with high morale. The Triad provides a good life for those untrou- 
bled by immorality. Its combat potential is moderate. 


THUG 
Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 6 
Skills: None 


% of Force: 33% 


Low-level thugs are the Organization’s criminal “interns,” 
working their way through the ranks from muggers and vice 
workers. 


GUNMAN 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: 7 
Skills: None 


% of Force: 33% 


Gunmen, with their assault rifles and combat training, act as 
combat muscle and enforcers. They make up the working 
backbone of the force. 
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GOON 


Weapon: Pistol 
Accuracy: 60 


Power: 50 
Morale: 6 
Skills: Smash Enemy 


% of Force: 33% 


The Triad’s most dangerous combatants are its “goons.” These 
huge, heavily tattooed men are called in wherever real muscle 
is needed. Most carry only pistols, but their massive bulk 
makes them deadly to enemies within arm’s reach. They can 
attack operatives in adjacent tiles, much as Bear’s Smash 
Enemy skill works. 


LOCATIONS 


There are six locations in Hong Kong. Because you have only five missions 
per city in each campaign, you won’t experience all locations in a single 
campaign. 


BOUTIQUE 


The Boutique consists of the main shop- 
ping area (11) surrounded by a few small 
rooms and the real money-maker—the 
club. The shopping area is a maze of cloth- 
ing racks that can both provide cover for 
your operatives and conceal the enemy. 
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LEGEND 


= Hostage 

= Item 

= Raze 

= Surveillance 
Infiltrate 
Door 


Locked Door 


Window 


Deployment Area 


Boutique 


Deployment Area 1 enters the 
location from a back door; Deploy- 
ment Area 2 uses the main 
entrance. Because most objectives 
lie in the north, often it’s best to 
begin at Deployment Area 1. 


It's usually best to enter 
through the back door. 
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i " = 7 p Rie. 
The west door to Room 7 is locked. If You'll find hostages or items in Room 
Gennady can pick the lock, you can 7, which makes for a quick mission. 


enter quietly. 


Items in the Boutique lie in Room 6, 7, or 9. You'll find hostages in Room 
4, 6, or 7. For missions with these objectives, enter through Deployment 
Area 1. The west door into Room 7 is locked. If Gennady can pick locks and 
you know the item or hostage waits beyond, you can complete the mission 
quickly and quietly. Using the 
other door to Room 7 can 
expose your operatives to ene- 
mies in the south. If Room 7 
doesn’t contain the objective, 
your operatives must enter the 
club area (9) and possibly on 
the bedrooms (4 and 6). 
Approach the club (9) via rooms 
12 and 8. The club often con- 
tains enemies, so use caution. 

The tiles where Rafael must 
plant charges lies mostly in the 
south. Therefore, this is one 
mission type where your team 
is better off using Deployment 
Area 2. Plant two charges in 


The club area often contains enemies. 
Enter with caution. Use the door 


: between rooms 8 and 9 for cover 
Room 11 and another in 8 if the action gets too hot. 


before making your escape. 
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Surveillance missions are a 
bit more difficult. Come in 
through Deployment Area 1. 
Plant the first bug in Room 7. 
You must plant the second in 
the club (9). To do this, you 
must eliminate any enemies 
who can see you there without 
triggering the alarm. This can be 
tough, even impossible. If your 
team is spotted, try the mission 
again to reset enemy locations. 

For Assault missions, divide 


your team into two groups and Use clothing racks and the counter 
send each through both deploy- for cover during Defend missions. 
ment areas. As the southern 
group clears out the shopping 
area, the northern group can head for the club. Defend missions require you 
to position your operatives to cover both entrances. Cover Deployment Area 
2 from right and left, with your operatives using clothing racks and the 
counter for cover. Cover Deployment Area 1 either from Room 7, using the 
door for cover, or the northeast corner of Room 11. Hide your operatives 
behind clothing racks, and then sidestep to fire at enemies in the northwest. 
Take care to save your last action point to sidestep back behind cover. 
When Lily infiltrates the Boutique during a solo mission, she begins in 
Room 3. This room provides quick access to the club and from there to the 
bedrooms. 


ELECTRONICS FACTORY 


The Electronics Factory can be a chal- 
lenging location for most mission types. It 
contains many small rooms through 
which your operatives must advance, 
especially in the west. 
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LEGEND 


Hostage 
Item 

Raze 
Surveillance 
Infiltrate 
Door 


Locked Door 


Window 


Deployment Area 


Deployment Area 2 leads to the fac- 
tory’s office area. Use it when looking 
for items. 
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assembly area. 


Deployment Area 1 is located in the west and leads through the assem- 
bly part of the location. Deployment Area 2 lies in the southeast and leads 
to the office area. You may use either entrance depending on mission type. 

You'll find items in Room 5, 13, or 14. Enter through Deployment Area 2 


for these missions, because 
two of the rooms that may con- 
tain an item lie nearby. 
Hostages will await you in 
Room 7, 9, or 14, so enter 
through Deployment Area 1 
for those mission types. Use 
caution when moving through 
rooms 5 and 6, because of the 
window between them. 

It doesn’t matter where 
you begin Raze missions, 
because the Raze tiles lie scat- 
tered about rooms 3, 9, and 14. 
The same goes for Surveillance 
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Your operatives discover an 
item in Room 5. 
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Position operatives in Room 5 to 
cover Room 4, as well as Room 6 
(through the windows). This 
prevents enemies from getting past 
you in the west. 


ing to Room 3. Or position them in 
Room 5, using the window to cover 
the Room 6 door. In the east, use 
Room 12 as the kill zone, hiding 
operatives behind doors in rooms 10, 
11, 13, and/or 14. If someone begins 
in Room 12, do your best to get the 
operative out of there quickly, espe- 
cially at higher difficulty levels, 
because enemies will pour into the 
room. 
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missions. Gennady must plant bugs 
in rooms 6 and 14. For these mis- 
sions, enter through one deployment 
area and exit via the other. 

During Assault missions, divide 
your team into two groups and enter 
through opposite deployment areas. 
As the western group clears the 
assembly area, the east group takes 
care of the offices; the two meet 
somewhere in the middle. 

Defend missions can be interest- 
ing: In the west, position operatives 
in rooms 4 and 6 to cover doors lead- 


Maya kneels to the right of the 
open door to Room 14. This way 
she can use the wall for protection 
as she covers approaches to rooms 
10 and 11, where other operatives 
hide. They, in turn, cover Maya. 
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FAT TONY’S BAR 


Fat Tony’s Bar comprises a large bar 
area surrounded by smaller rooms. Most 
enemies congregate in the bar (10). In sev- 
eral missions you must go through the 
bar—sometimes without setting off the 
alarm. 

Deployment Area 1 lies in the north- 
west and leads through storage rooms. 
Deployment Area 2, in the south, leads 
into an office and the bar area. 


Items will lie in Room 7, 8, or 11, 
hostages in Room 8, 10, or 11. For 
these missions, you should enter 
through Deployment Area 2. If the 
objective lies in Room 11, you can get 
in and out within a few turns, often 


You'll almost always use Deployment 
Area 2 to enter Fat Tony’s Bar. 


without enemy detection. Otherwise, 
you must go through Room 9 to 
check Room 8. Room 9 is exposed to 
the bar (10), so use caution. Check 


The bar is the location's main area. 


the bar to see if any enemies are look- It also often contains the most ene- 
ing your way before you turn your mies. Don't forget to move your 
back to check Room 8. operatives behind the bar itself and 


use it for cover from enemy fire. 
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Raze missions require 
Rafael to plant charges in 
rooms 7, 10, and 11. Start at 
Deployment Area 2, plant the 
first charge in 11, and work 
your way through the bar area 
to the main office. Surveil- 
lance missions can be difficult, 
because you must get Gen- 
nady through the bar area to 
Room 7 without triggering the 
alarm. If any enemies in Room 
10 are looking your way, you 


The main office can contain an item, must eliminate them all in a 
as well as Raze and Surveillance tiles. single turn. 
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For Assault missions, your 
team must enter through both 
deployment areas simultane- 
ously. The northern group can 
clear rooms 1 through 6, while 
the south group clears the 
remainder. Position your heav- 
ier firepower in the southern 
group, because they must clear 
the bar. During Defend mis- 
sions, position operatives in 
rooms 4 and 5 to cover the 
door to Room 3, and in rooms 


ane = oh te ont aiii giie Check rooms 8 and 11 for items and 

mmes in oom a hostages. You'll find them in one or the 
When Lily infiltrates Fat other 66 percent of the time. 

Tony’s Bar, she begins in Room 

4. She must go through Room 

9 to reach the objectives, so doing this affords you no real advantage. 


By positioning operatives in rooms 4 and 5 
during a Defend mission, you can turn the 
doorway into Room 3 into a kill zone. 
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HARBOR WAREHOUSE 


The Harbor Warehouse differs from the 
game’s other locations. It consists of three 
large rooms lined up adjacent and parallel 
to one another, with four small rooms at 
the east end and a narrow pathway along 
the location’s western length. 
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Deployment Area 1 lies at 
the northwest corner of the 
warehouse, adjacent to the two 
doors into Room 3. Deploy- 
ment Area 2 is located in the 
south, with two doors into 
Room 8. Usually you'll use 
Deployment Area 2 to start a 
mission. 

Youll find items or 
hostages in Room 5, 7, or 9. All 
lie along the location’s east 
side and are interconnected. 
To reach the objectives for It's usually best to begin a mission in 


these mission types, begin in Deployment Area 2 and head east, 
clearing the enemy as you go. 


You'll find hostages and items 
rooms, work your way north to in rooms along the location's 
your objective. eastern edge. 


Deployment Area 2 and send your team east to Room 9. If the objective isn’t 
there, work your way north to Room 7, and then Room 5, until you find it. 
Then either head back down to where you started or exit via Deployment 
Area 1. Because Room 5’s window looks into Room 3, use caution there, 
especially if you’re trying to maintain stealth. 
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Rafael will have to move all through the warehouse to plant his charges 
during Raze missions. Raze tiles lie in the southwest corner of Room 8 and 
in rooms 4 and 7. For Surveillance missions, Gennady must reach rooms 5 
and 7. Whether to begin in the north and move through Room 3 or from the 
south through rooms 8 and 9 is a toss-up. Both are about equally dangerous. 

Assault missions work a little dif- 
ferently in this location. Unlike most, 
where you divide your team and 
enter through two deployment areas, 
try deploying your entire team at 
Deployment Area 1. Then send two 
operatives south into Room 6 and 
two more into Room 8. Move your 
operatives east through the large 
rooms, clearing them, before clearing 
the smaller rooms at the east end. 

Defend missions differ, as well. 
Position some operatives in Room 8 
behind objects to cover doors from 


Rafael and Maya prevent enemies 
from entering Room 3 during a 
Defend mission. 


Deployment Area 2. Position others 
in Room 3 to cover the doors to 
Deployment Area 1. It’s also a good 
idea to position one operative, such 
as Maya, in Room 6 facing an open 
door to the west to ensure no ene- 
mies sneak through western doors 
into Room 6 or 8. 

Lily will infiltrate into the south- 
ern part of Room 3 when you use this Meanwhile, Bear, Archer, and Lily 
skill on solo missions. cover the south entrance. 
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PRIVATE CONDO 


The Private Condo contains a number of 
small rooms and a few larger ones that can 
be dangerous. When operating here, be 
mindful of windows in the center that 
allow lines of sight and fire between rooms. 


o0o00000 


The Abandoned Barracks 
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Both deployment areas lie 
in the condo’s southwest cor- 
ner. Usually you'll use Deploy- 
ment Area 2 because it allows 
more operatives to move 
through the door without 
bunching up. You could use 
Deployment Area 1, but 
because all operatives begin- 
ning there must line up single 
file, you shouldn’t use it for 
more than two; one is best. If 
the frontmost operative at this 
deployment area is hit and 


freezes or goes down, the oper- The locked door into Room 18 can be an 
atives behind will be trapped. obstacle if you can't pick the lock or get 
Your team will find items through some other way. 


in Room” 4,- 5p or 18, and 


hostages in Room 4, 6, or 9. Check 
the northwest area for items first, 
because you have a better chance of 
finding them there. If an item lies in 
Room 18, however, you'll need to get 


TLL 


If an item isn't in the northwest, 
it’s in Room 18. 


through a locked door or go the long 
way around and enter from the east. 
When seeking hostages, head first to 
Room 9, because it’s closest to 


sat 


Don't forget to check the master 
bedroom for hostages and enemies. 
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Deployment Area 2. From there, go to Room 6, and then 4. As you enter 
Room 7, watch for enemies through windows into rooms 5, 8, and 9. They 


may set off an alarm or shoot at you. 
For Raze missions, Rafael 
must plant charges in rooms 5, 
7, and 19. As he plants charges 
around the condo in a circular 
pattern, send some other opera- 
tives around in the opposite 
direction to clear enemies in his 
path. During a Surveillance mis- 
sion, Gennady must place bugs 
in rooms 6 and 18. Hopefully, he 
has the Pick Locks skill, because 
this makes getting into 18 easier. 
After bugging this room, head to 
6, and then back to the exit. 
Divide your team into two 
groups for Assault missions. 
Send the two operatives with the 
most firepower from Deploy- 
ment Area 1 north, and then 


Infiltrating Lily via the closet affords 
no advantage over entering through 
Deployment Area 2. 
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Maya snipes from Room 5 through a 


window right into Deployment Area 1. If 
she has the ability to fire more than one 


shot per turn, she could eliminate a 
number of enemies single-handedly. 


east, while the second group goes 
from the other deployment area east, 
and then north, to clear the condo. 
For Defend missions, position opera- 
tives in the doorways or windows of 
rooms 4, 5, 8, and 9. Hiding an oper- 
ative in Closet 16 can also be effec- 
tive, especially if the operative begins 
exposed in Room 15. Use rooms 7 
and 15 as kill zones. 

If Lily infiltrates the Private 
Condo, she begins in Closet 16. 
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ULTRAMODERN OFFICE 


The Ultramodern Office comprises two 
large rooms surrounded by smaller rooms 
and hallways. Doors between rooms 7 and 
12, and 10 and 13, are locked and can 
restrict movement from the southwest to 
the north. 
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Your team usually will enter the office 
via Deployment Area 1. 


Deployment Area 1 lies in the east-central area; in general, your opera- 
tives should use it. Deployment Area 2, in the southwest, offers limited 
access to objectives. 


Room 6 may contain hostages. Raze You may find items in Closet 3. 
and Surveillance tiles lie there, as well. 
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You'll find items in Room 3 or 19. Hostages, on the other hand, await you 
in Room 6, 9, or 21. For items, check Room 19 first. If the item is there, 
you'll see it from Deployment Area 2 through the window in Room 18. How- 
ever, it’s usually quicker to approach the item from Deployment Area 1. A 
good strategy for Raid and Theft missions is to send an operative you don’t 
really need through Deployment Area 2. The operative’s only job will be to 
look through the window and see if the item lies in 19. Begin the other oper- 
atives in Deployment Area 1; they’ll retrieve it. If it’s not in 19, they can con- 
tinue to Room 3. For hostages, check rooms 6 and 9 first, and then 21. Take 
Gennady along to scan the rooms to save time. 


The two locked doors effectively seal off the 
southwest from the north. Only Deployment 
Area 1 links the two areas, if you can't get 
through the locked doors. 


During a Raze mission, Rafael must get into rooms 6, 15, and 16. Deploy- 
ment Area 1 is the best place to start for that mission type, as well as Sur- 
veillance missions. Gennady must plant bugs in rooms 4 and 6. Enter both 
through Room 5. 
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For Assault missions, send in a group of 
operatives through Deployment Area 2 to 
clear out the south half of the office. 


Assault missions may take awhile, given the large location and numerous 
rooms. As usual, divide your team into two groups. The south group clears 
the southern half and the other the north. Defend missions can be tougher, 
especially if an operative is caught out in the open in Room 10. Try to posi- 
tion your people in Room 19 to fire through the window into 18 to cover the 
south. Create kill zones in rooms 10 and 16 by positioning other operatives 
in the rooms surrounding these kill zones, using the doors for cover. 

Lily will infiltrate into Room 14 during solo missions. 
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Baar participation in the ISS project has been solid and strong. The 
Brazilian Space Agency (BSA), although young, is staffed with intelligent, 
skilled personnel eager to contribute. The entire undertaking exemplifies the 
effect a multinational scientific effort can have on contributor nations. 

Something has cast a pall over the project, however. Although much of 
the work takes place in government offices in Brasilia, a few small offices 
exist in Rio de Janeiro, many owned by us. Three days ago, a large and unex- 
pected crowd of anti-ISS demonstrators blockaded one of our offices. When 
police arrived, the demonstration turned violent. Some officers were injured, 
and a dozen demonstrators were killed. 

Brazilian authorities are at a loss to explain the protest. Many demon- 
strators are affiliated with the Order of Light, a religious cult headquartered 
just outside the city. Church officials deny involvement, and blame police for 
escalating the violence. 

You must investigate the situation. It must not endanger the project. 


_ 
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CONTACTS 


You may speak with any of six contacts in Rio de Janeiro. You won’t speak 
to them all in each campaign, however. And, depending on a given faction’s 
status, a contact may be friendly, neutral, or hostile. The only way to deter- 
mine a contact’s true relationship to your team is through conversation. 

Look over the following dossiers. Some information may vary, depending 
on the campaign’s plot. 


ALTACIA 


Bento Altacia is one of Brazil’s rising stars and a personal friend of many in 
the Corporations’ Brasilia offices. When he cashed in his father’s political 
favors and created the position of Minister of Space 10 years ago, it was seen 
as a harmless indulgence to a wastrel playboy. 

However, Altacia swiftly transformed Brazil’s space program from a 
curiosity into a world-class enterprise. Brazil now operates more communi- 
cations satellites than any nation except the U.S., and contracts its services 
to a dozen other nations, including much of Europe and Japan. 
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Altacia combines an easy charm and natural good looks with keen polit- 
ical cunning. Private sources believe he awaits the space station’s comple- 
tion to launch a national or even international political career. 

The meteoric rise of such a young man hasn’t been without suspicion. 
The source of his father’s income has never been investigated thoroughly, 
but it’s generally believed the Altacia family enriched itself through crime. 
We don’t know whether the younger Altacia continues to dabble in illicit 
activities, but given the turbulent state of Brazilian politics, it’s likely. Alta- 
cia is a highly paid consultant to the Corporation, and serves as chief advi- 
sor to the project. Treat him with the respect you'd give any Corporation 
officer. Without his help, the project in Brazil may well fail. 


BATHASAR 


Very little is known about the man called “Bathasar.” Father Novana of the 
Order of Light has bestowed the title of deacon upon him, but what that 
means is unclear. Bathasar spends much of his time in Rio’s shantytowns, 
among the very poor. His movements are difficult to trace, but seem limited 
to intelligence-gathering and aid to those in need. 

Treat Bathasar as an unknown, with uncertain loyalties. He may be 
trained in brainwashing and interrogation skills, as well. 
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JACINTO 


Rio’s most infamous swinger and renowned nightclub manager was born 
Herman Jakeso in Cape Town, South Africa. Jakeso led a sedate life as a col- 
lege professor of mathematics until an affair with a student destroyed both 
his career and his marriage. 

Jakeso disappeared for a few years. The paper trail resumes when he 
changed his name to “Armando Jacinto” in Rio 14 years ago. Thereafter, Jac- 
into was a fixture at every hip club, party, or gathering— specifically, he was 
a fixture at the door, trying anxiously to get in. His feverish adoption of the 
latest styles has marked him forever as a hopeless follower of the Rio’s true 
fashion elite. 

Jacinto’s recent employment as manager of a hip downtown nightclub is 
anomalous. Perhaps the club’s owners are unaware of his reputation, or rely 
on it for kitsch chic. Brazilian police records indicate Armando Jacinto has 
been a drug dealer for more than 10 years. There’s no way of knowing just 
when he crossed the line from pusher to user, but the physical evidence indi- 
cates that such has been the case for many years, as well. 

Jacinto was briefly popular in Rio during the city’s celebrated party period, 
when international celebrities arrived every week and downtown nightclubs 
were crowded with paparazzi and entourages. The return of sober reality to 
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the city hit Jacinto and his business very hard. He’s a man with little time left 
to live. He appears dimwitted, an impression enhanced by his usually altered 
state. But he’s also the most easily manipulated key to Rio’s drug trade. 

Jacinto reports to a mysterious boss called “the Suit” who controls the 
city’s drug trade. 

Voice stress analysis and direct surveillance indicate Jacinto is psycho- 
logically damaged and vulnerable. A firm contact should provoke him to 
answer any question. His reliability is questionable, however, and you should 
confirm his answers with another source. 


NOVANA 


Father Novana is the accepted name for the leader of the Order of Light. His 
official Order of Light biography indicates he sought a spiritual light in the 
darkness of the Brazilian jungles. There he claims he discovered the Books 
of Light in the ruins of an ancient temple near the Amazon’s headwaters. 
Novana leads a powerful religious movement in the city of Rio de Janeiro. 
Although his followers aren’t numerous, they’re intensely committed. All 
seem to owe a personal allegiance to Novana himself. Mostly as a result of its 
devotion to the poor, the Order of Light has acquired a stellar reputation as 


primagames.com 158 


Chapter Eight RIO DE JANEIRO 


a humanitarian organization. It’s obviously very rich, although the source of 
its capital is unclear. 

Originally, Novana seems to have intended the Order of Light to be a 
quiet order dedicated to rejecting much of modern life. His cult has recruited 
the usual disaffected adults, as well as hostile and angry youths attracted to 
Novana’s prophecies of approaching darkness and the need for purity to 
withstand it. 

Novana’s reputation within the order suffered a near-fatal blow when the 
old millennium passed away, and the world endured. He clings to power, but 
barely. A number of purges and occasionally bloody coup attempts have sav- 
aged the order, and many moderate members have left. The day may come 
when Novana can no longer control his order’s radical elements, and hordes 
of its mentally altered madmen will descend on the city. 

Novana is outspoken in local and national politics, condemning both the 
endemic poverty and drug-ridden streets of Rio’s lower classes. Pattern 
analysis of Novana’s activities indicates an agile and direct manipulator of 
situations. He’ll attempt to direct your every move. 


TONAVERRON 


Police Chief Paulo Tonaverron exercises operational control over most of Rio’s 
police force. His rise to such power was steady and swift, aided by his personal 
ruthlessness and a corps of loyal thugs masquerading as police officers. 
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Tonaverron started as a small-time police officer in a rural district on the 
outskirts of Rio. He still uses its one-building complex as his headquarters, if 
only to inconvenience those who must deal with him. Practically speaking, 
this means every senior official in the city of Rio, as well as a large assortment 
of national figures. He serves as judge and mayor of the local district, as well. 

Tonaverron is kingpin of most of Rio’s vice crime, and this has made him 
a very wealthy man. Recently, he purchased and modernized a mansion in 
the hills above the city. The money he spent on that endeavor suggest a 
source of income beyond that of a mere crime and graft lord. 

Pattern analysis indicates Tonaverron is a simple, direct man. If a situa- 
tion is troublesome, he applies greater and greater pressure until it breaks. 
His sense of subtlety is limited to bribery and extortion. You can outmaneu- 
ver him easily in any extended operation. 


MARIA 


We find few records on file for this Rio native. Maria has a moderate education 
and no significant technical training. City records indicate a “normal” exis- 
tence. BSA records reflect an employment history of less than three months 
in the minister’s office. She may have certain insights into operations there; 
otherwise, there’s no reason to spend valuable Corporation time with her. 


fh 
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Voice stress analysis indicates an unusual eagerness, coupled with emo- 
tional stress. Be aware that Maria’s suggestions and information may stem 
from some emotional involvement within the agency. 


FACTIONS 


Again, depending on the campaign’s plot, Rio de Janeiro’s three factions will 
relate to your team in various ways. However, in each campaign, one faction 
will be friendly, one neutral, and one hostile. 

Each faction comprises of three unit types. 


BRAZILIAN SPACE AGENCY 


The Brazilian Space Ageney’s dedicated security staff, recruited and trained 
separately from other government forces, report directly to Minister of Space 
Bento Altacia. 

A review of this force will reveal the true extent of Altacia’s political 
power. Corporate sources indicate BSA’s troops may number more than 100. 
Although most are merely poorly trained guards, the force boasts some high 
technology. 

The real wonder is that this force exists at all. If Altacia were not such a 
close friend of the Corporation, there would be reason for concern about the 
existence of what is essentially a private army in a major city. For all that, 
however, combat potential is moderate to low. 


SECURITY GUARD 


Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 6 
Skills: None 


% of Force: 50% 


The usual BSA troopers are actually minimum-wage security 
guards armed with automatic pistols, with no real combat 
training. 
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SOLDIER 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: 7 
Skills: None 


% of Force: 35% 


Soldiers hand-picked from the Brazilian army back up the 
security guards. These troops have assault rifles and have 
trained in their use. 


SPOOKS 
Weapon: Pistol 
ale Accuracy: 50 
Gf Power: 50 
Morale: 7 
Skills: Sensor 
“ % of Force: 15% 


The BSA also utilizes “spooks” from Brazil’s civilian intelli- 
gence agencies. Their operational effectiveness is unknown, 
but sources indicate that, in addition to a pistol, spooks are 
equipped with portable millimeter-wave radar—very useful in 
a tight CQB environment. Spooks can use this item to detect 
our operatives, like Gennady uses his basic sensor to detect 
enemies. 


<—— 
oe 
Oe 


ORDER OF LIGHT 


A small but powerful religious cult expanding through Rio de Janeiro, the 
Order of Light seems to be an amalgam of Roman Catholicism, Zen Bud- 
dhism, and Scientology. The cult is evangelical, and often persecutes and con- 
demns members of other faiths. It’s led by the self-styled “Father Novana.” 
The cult’s tenets are based on three “Books of Light” Novana allegedly 
discovered amid the ruins of an ancient temple deep in the Brazilian jungle. 
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However, linguistic analysis indicates these writings are no more than 10 
years old, and probably were written by Novana himself. 

The cult is spreading rapidly, especially among Rio’s destitute. The order 
spends much of its time ministering to the poor of any faith, and this activ- 
ity has earned it many friends among international humanitarian organiza- 
tions. It also crusades relentlessly against illegal drug use, and hence clashes 
with the drug trade from time to time. 

The Order of Light preaches a philosophy of pacifism. However, its fierce 
anticrime stance has encouraged some of the order to arm themselves in 
self-defense. 


CONVERT 
Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 5 
Skills: None 


% of Force: 66% 


The order’s combat capability is significant. Its almost limitless 
hordes of converts are armed with only pistols and have little 
or no weapons training. They can be dangerous en masse, 
however. 


BROTHER 
Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: 7 
Skills: None 


% of Force: 17% 


More dangerous than converts are the “brothers” who super- 
vise them. Brothers wield assault rifles and know how to use 
them. Many are veterans of various Brazilian forces. 
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PRIEST 
Weapon: Rifle 
Accuracy: 50 
Power: 70 
Morale: 6 
Skills: Adds +2 to Morale; can rally broken individuals 


% of Force: 17% 


Most dangerous are the cult’s sinister priests. Although 
they’re armed with effective weapons, they’re poorly trained 
for combat. Their mere presence, however, inspires nearly 
unbreakable faith in the brothers and converts, and they can 
rally the order’s combatants whose Morale has failed. 


RIO POLICE 


By “Rio Police” we mean police officers and support personnel from the 
precinct—easily Rio’s most corrupt— controlled by Captain Paulo Tonaver- 
ron. Wayward officers from other precinets have gathered under Tonaver- 
ron’s leadership, and honest officers have been forced out. 

Rio police, in general, are no better or worse than their counterparts 
elsewhere in this part of the world. The following dossiers describe a worst- 
case scenario. The combat potential of the Rio Police Force is strong. 


COP 
Weapon: Pistol 
Accuracy: 50 
Power: 50 
Morale: 6 
Skills: None 


% of Force: 50% 


The standard patrol officer, or “cop,” is armed with an auto- 
matic pistol and has trained in its use. 
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DETECTIVE 


Weapon: Rifle 
Accuracy: 70 


Power: 70 
Morale: F 
Skills: None 


% of Force: 35% 


Experienced officers are promoted to the rank of detective, 
and trained in the use of military assault weapons. These 
weapons are intended primarily to intimidate the populace, 
but add significant deterring power. 


SNIPER 
Weapon: Rifle 
Accuracy: 140 


Power: 90 
Morale: 7 
Skills: Sniper 


% of Force: 15% 


With sufficient warning, Rio police can call upon a deadly 
combatant. A sniper isn’t useful in all situations, especially 
quick-moving tactical environments. But when a Sniper gets 
the opportunity to line up a shot, the results are usually final. 
Like Maya with only the Sniper skill, snipers can fire only 
once per turn, and only if they didn’t move during that turn. 
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LOCATIONS 


Because you have only five missions per city in each campaign, you won't 
play at all six of Rio de Janeiro’s locations in a single campaign. 


CATHEDRAL 


The Cathedral is the Order of Light’s main 
location. It comprises a chapel, a barracks 
Locked 


and several small anterooms. 


doors between rooms 12 and 13, and 8 
and 13, make the northeast difficult to 
reach. 


Your team usually should begin 
in Deployment Area 2. 


it offers quick access to the northern 
rooms, especially if you have opera- 
tives who can open a locked door. It 
also provides a safer route to the 
chapel (15) and western rooms. 
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Deployment Area 1 lies in the 
south and leads through the main 
entrance into the chapel (15). 
Deployment Area 2, in the southeast, 
leads to Anteroom 16. Usually, this is 
the best way to enter the Cathedral: 


Operatives locate a hostage 
in Room 10. 
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Depl t Ar 
aa als The Cathedral 


Room 6, 8, or 9 holds items; you can find hostages in Room 6, 9, or 10. 
For these types of missions, enter through Deployment Area 2, move 
through Room 16 into 12, and then 13. From there, you can check rooms 8 
and 9, and then move west, if necessary, to check 6 and 10. To follow this 
strategy, however, you must be able to get past locked doors. Otherwise, 
cross the chapel to 14, and on through 10 to 11, and conduct your search 
from there. 
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For an Assault mission, 
divide your team into two 
groups, as usual. If only Bear 
can get through a locked door, <€ 
include him in the group at 
Deployment Area 2. The . 
southeast group can clear the 
Cathedral’s northeast rooms as 
the south group works its way 
north, and then northwest. 

If your operatives must j 
Defend at the Cathedral, posi- a 
tion them in the chapel (15). 

From there they can cover the a — 
doors from Room 17 and shoot Use caution when moving though the 
through the door into 16 to chapel area. Enemies often wait in rooms 
take out enemies approaching 10 and 14 to ambush your operatives. 
from Deployment Area 2. If 

some operatives begin the mis- 

sion in 16 or 17, quickly get them out to safety to avoid exposure to enter- 
ing enemies. 

Raze missions require Rafael to plant charges in rooms 3, 8, and 15. Start 
in Deployment Area 2 and plant the first charge in the chapel. Then make 


Rafael places a charge in Room 3 at The leader's room is a good site for 
the west end of the Cathedral. Gennady to plant a bug. 
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your way around to plant the other two charges before exiting. Gennady 
must plant bugs in rooms 9 and 10 during Surveillance missions. Again, start 
in Deployment Area 2, and then hit both rooms. If he can pick locks, Gen- 
nady can save you time and trouble by bypassing the chapel altogether. 

When Lily infiltrates the Cathedral during solo missions, she begins in 
Room 7. Items and hostages surround this room. With her Scout skill to 
locate her objective, this can make for a quick mission. 


MANSION 


The Mansion contains a couple of large 
rooms and several smaller ones. You must 
use caution in several rooms, because ene- 
mies may sneak up from behind through 
an opposing door. 


Deployment Area 1 is the main 

way into the Mansion from the south. 

I It lies in a large room with a fountain 
and pillars that can conceal enemies, 


Deployment Area 1, the Mansion’s 
main entrance, is the best place 
to start a mission. 


but it’s usually the best way in. 
Deployment Area 2, which lies at the 
location’s east end, enters the Man- 
sion through the garage, where ene- = 
mies may hide between cars. 


Lily applies a swift kick in Room 15. 
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You'll find items in Room 4, 6, or 
16, hostages in Room 4, 5, or 6. Enter 
through Deployment Area 1 and 
move to Room 7. From there, check 
Room 6, and then 7. If you don’t find 
the objective, look in rooms 5 and 16 
for hostage or item, respectively. 

For Assaults, send in half your 
team via Deployment Area 1. They'll 
clear the west half of the Mansion 
while the other group, from Deploy- 
ment Area 2, clears the east half. 
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Bear and Maya cover the doors 
to Deployment Area 1 during a 
Defend mission. 
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When defending the Mansion, posi- 
tion operatives in Room 7 with lines 
of fire to the doors into Deployment 
Area 1. Also, conceal operatives 
between cars in the garage (9), or in 
Room 8, to cover the garage door. 
During a Raze mission, Rafael 
places charges in rooms 3, 8, and 13. 
Again, start in Deployment Area 1 
and hit all the Raze tiles as quickly as 


Rafael plants a charge in Room 3. 


NIGHTCLUB 


The Nightclub is a dangerous location and 
you must use care when operating there. 
The bar area (9) has a view over the bars 
into rooms 7, 8, 12, and 14. This makes 
maintaining stealth difficult. Movement 
between east and west sides of the night- 


club must pass through Room 16. 


Deployment Area 1 lies in the north, 
and accesses the bar area (9) through Room 
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Saat 


In another approach to the Defend 
mission, Maya covers the garage door. 


you can before exiting. Surveillance 
missions require Gennady to plant 
bugs in rooms 5 and 16. 

Lily can infiltrate Room 14 dur- 
ing solo missions. There’s no great 
advantage to doing this, however, 
unless you're certain the hostage or 
item lies in Room 6. 
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The Nightclub 


4. Deployment Area 2 is the Nightclub’s main 
entrance. You'll use it for most missions, 
because it allows your operatives to go east or 
west without first traversing the bar area. A 
window divides this area into two parts. 
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Pes i ` ‘i EN Ww — 
Operatives locate a hostage in Lily searches the northeast rest room 
Room 10. for a hostage and takes out an enemy. 


Your team will locate items in Room 9, 10, or 19, and hostages in Room 
5, 10, or 13. Unless you're certain the item or hostage is located in Room 10, 
it’s best to begin in Deployment Area 2. If your operatives don’t find what 
they’re looking for in Room 19, check the bar area (9), and then Room 10. 
Always exit via the nearest deployment area. When searching for hostages, 
start in the south and go east or west; the hostage could be in either rest 
room. Finally, check Room 10. 

During an Assault, divide your 
team into northern and southern 
groups. Have the southern group 
clear the east or west and the north- 
ern group clear the north and bar 
area, and then the side opposite the 
other group. The Nightclub is easy to 
defend. In the south, position opera- 
tives in rooms 8, 9, and 14, as well as 
at the doors to 16 to cover the door 
to Room 18. Operatives in rooms 7, 
10, and 12 can cover the north, all 


aiming at the door between rooms 4 Archer shoots across the bar at an 
and 9. enemy in Dance Area 7. 
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Raze missions are quick 
and direct: Rafael begins at 
one end of the Nightclub and 
moves to the opposite deploy- 
ment area, planting charges 
along the way in rooms 4, 9, 
and 18. Gennady has a tougher 
job. He must plant bugs in 
rooms 6 and 10, and so must 
traverse the bar area. You may 
have to clear dance areas 7, 8, 
12, and 14 to move him unno- 
ticed from one end of the bar 
to the other. After covering the south entrance during a 


When infiltrating the loca- Defend mission, Archer moves in to ensure 
tion, Lily begins in DJ Booth 3 none remain. Maya covers from the east. 
> . 


POLICE STATION 


The Police Station is a small location, and 
this makes for some quick missions. 
Because the rooms are few, however, your 
team is more likely to face multiple ene- 
mies in the same room. 


Deployment Area 1 lies in the 
north, in the motor pool area. Watch 
for enemies hiding behind cars. The 
door nearest this deployment area is 
locked. If they can’t get through it, 
your operatives will have to use the 
door at the area’s west end. Deploy- 


Your team will locate hostages 
or items in Room 8. 
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ment Area 2, in the south, is usually 
the best place to enter; it’s not near a 
window or locked door. 

Look for items in Room 8, 10, or 
12. All three are easily accessed 
through Deployment Area 2, which 
makes Theft missions easy. You'll 
usually find hostages in Room 3, 7, or 
8. If you’re certain the hostage is in 
Room 8, or if you can’t get through a 
locked door, enter through Deploy- 
ment Area 2. Otherwise, begin in = 
Deployment Area 1 and enter Room The jail cell (7) is a logical place 
5. From there you can check rooms 7 to seek a hostage. 
and 3, where you'll find the hostage 
most of the time. 
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For Assault missions, send 
one group north with an oper- 
ative who can get through the 
locked door, and the other 
group south. Clear all the 
rooms as the two groups move 
to meet each other in the cen- 
ter. For Defend missions, posi- 
tion operatives in rooms 11 
and 12, just south of the doors 
to Room 2. Position one in 
Room 9, near the door, as well. 
To cover the north, put opera- 
tives in Room 6, and even in 
the doorway to 4, to cover the 
locked door to Deployment 


<i 


Operatives move through the Police 
Station, clearing the way for Rafael to 
plant his charges. 


the other while hitting Raze tiles in 
rooms 1, 3, and 11. Gennady must 
place bugs in rooms 3 and 10 for Sur- 
veillance missions. If he can pick 
locks, begin at Deployment Area 1 
for a quick mission. 
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Bear and Archer cover two Police Station 


entrances during a Defend mission. 


Area 1. Try to open the locked door 
to prevent enemies from getting past 
unseen. 

Because Rafael must plant 
charges all over the building, start at 
one deployment area and move to 


z if 
ih 


x 
ll 


The second Surveillance tile lies in 
Room 10. 
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During Infiltration, Lily will begin in the southwest corner of Deployment 
Area 1, near the window into Room 3. This is a great place to start, and she 
can work her way through the building to her objective before exiting 


through the nearest deployment area. 


RESTAURANT 


The Restaurant is like a beehive of small 
dining areas connected by narrow pas- 
sages. A central hallway runs north to 
south down the center. 

Deployment Area 1 lies in the north- 
east and leads through a storage room into 
the kitchen. Deployment Area 2, in the 
south, is the main Restaurant entrance. 
Which to use depends on the mission. 


You're most likely to find hostages 
in Room 3. 


177 


Your operatives will locate 
items in Room 3, 11, or 19. 
Unless you know for certain 
where an item lies, it doesn’t 
matter which Deployment 
area you use for these mis- 
sions. Hostages wait in Room 3 
or 18—twice as often in Room 
3, so start your operatives in 
Deployment Area 1 for these 
missions. Work your way west. 
If your team doesn’t find the 
hostage in Room 3, move 
south down the west wall to 
Room 18, and then out via 
Deployment Area 2. 
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Divide your team into two groups 
for Assault missions, as usual. Each 
can clear areas in the north or south 
as it advances to meet the other in 
the middle. Defend missions are 
straightforward. Position operatives 
in Room 4 or 5 to cover the door to 
Deployment Area 1. In the south, 
operatives in Room 16 can cover the | 7 tt 
door to Deployment Area 2. Try to 


The south Assault group clears Area 
16, wary of enemies from the west 
and in the hallway to the north. 
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serene 
a 


Bear and Lily cover Deployment 
Area 1 during a Defend mission. 


to Room 4 for the final charge. Exit 
through Deployment Area 1. Surveil- 
lance missions require Gennady to 
plant bugs in rooms 3 and 14. Use the 
scanner to locate enemies through- 
out the Restaurant and choose the 
best route. 

Lily infiltrates the Restaurant 
though Room 17. 


SHANTYTOWN 


Shantytown is one of Shadow Watch’s 
most difficult locations. This maze of little 
rooms features numerous windows and 
passages through which enemies can spot 


and fire on your operatives. 


Deployment Area 1 lies in the north- 
east. It allows the operatives to enter Shan- 
tytown with some cover. Deployment Area 
2, in the south, exposes your operatives to 
enemies from many directions once they 
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position your operatives perpendicu- 
lar to the doorway if you can, so ene- 
mies within the deployment area 
can’t get a shot at them. 

During Raze missions, send in 
Rafael and the team through Deploy- 
ment Area 2. The first Raze tile lies 
in Room 19. Then plant charges in 15 
before moving north up the west wall 


Raphael will find one Raze tile in the 
kitchen (4), 
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Enter through Deployment Area 1. 
The north part of the Shantytown 
affords you more cover. 


Your team will find items in Room 
3, 9, or 13. If you know it’s in 13, start 
at Deployment Area 2. Otherwise, 
begin at Deployment Area 1. You may 
find hostages in Room 9, 13, or 19. If 
you're sure the item is in Room 9, or 


Enemies wait in ambush all over Shanty- 
town. Gennady’s scanner is a great asset. 
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step into Area 27. Which to use 
depends on the mission and your 
operatives’ capabilities. The door 
between rooms 8 and 17 is locked. 


The enemy holds this hostage 
in Room 19, at the east edge 
of Shantytown. 


if your team can get through 
locked doors, start in the 
north. Otherwise, the south is 
the better option. To reach 
Room 13, the central hideout, 
you must go through rooms 16, 
15, and then 14. 

Assault missions are diffi- 
cult, because they force your 
operatives to cover so much 
area. Divide your team into 
two groups. Have the northern 
group clear the north and 
west, and the southern group 
clear the south, center, and 
east. Defend missions often 
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end up like the “Gunfight at the O.K. Corral.” Position operatives just inside 
the door to Room 7 and near the window in Room 8 to take out enemies as 


Rafael plants a charge behind 
a barricade in Area 12. - 


Rafael must plant charges in areas 8, 
12, and 16. For Surveillance mis- 
sions, Gennady must plant bugs in 
rooms 9 and 13. Start in the north if 
Gennady has the Pick Locks skill. 

Lily infiltrates Shantytown into 
Room 22. 
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they walk into Room 4 from Deploy- 
ment Area 1. In the south, put oper- 
atives in rooms 2, 25, 26, and 28 (or 
the sides of 27) to drop enemies 
entering through Deployment Area 2. 

For Raze missions, it’s helpful to 
be able to get through a locked door. 


Gennady locates a Surveillance tile in 
Room 9. Your team will find hostages 
and items there, as well. 


182 


CHAP T ER ON PINE 


THE FINAL MISSION 


ce ee AR 


PRIMA‘S OFFICIAL STRATEGY GUIDE 


I, completing your last assignment, you 
ended the terrestrial threat to the Interna- 
tional Space Station. Evidence your team 
uncovered at the last mission site allowed 
us to thwart an attempt to sneak explosives 
aboard the American space shuttle before 
liftoff. The core of the space station is now 
in orbit. 

Last night, routine maintenance aboard 
the space station revealed an undocu- 
mented system integrated into the core’s 
power grid. Experts viewing it remotely have concluded it’s an explosive 
device. Its yield is unknown, but even a small explosive would destroy the 
station at this stage. A large one might breach the core itself, and rain 
radioactive material into Earth’s upper atmosphere. 

We’ve kept this discovery secret. We believe those responsible will trig- 
ger the device remotely, because a receiving antenna is visible on its surface. 
Further, analysis of the wavelengths the antenna receives tells us they can 
come from only one place—the Corporation’s auxiliary communications 
bunker. Located on a remote Asian island, this bunker is officially closed. 

Your team must penetrate the bunker and find the transmitter. Assume 
heavy enemy presence. This plot’s mastermind probably will have pulled in 
loyal troops from all over the world. Exercise caution. Once your presence 
is discovered, your time is limited. If the enemy triggers the device first, all 
your efforts will have been for nothing. 

We wish you good luck. You'll need it. 


STRATEGY FOR THE FINAL MISSION 


The Bunker is heavily defended. Its sole deployment area lies in the south. 
Your objective is to eliminate all enemies in this location. Use extreme cau- 
tion: enemies can fire at your operatives through any of the Bunker’s many 
windows. 
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The mission's only 
deployment area lies 
in the south part of 
the Bunker. 
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First, divide your team into 
two groups. Send one in 
through the west door and the 
other through the east door. 
Have the western group clear {` 
the west side of the Bunker, - 
and the eastern group clear ™ -o 
their side. Beware of enemies, 
not only in the halls, but also 
firing through windows at you Œ 
from rooms 8 and 13. Many f ~: 
will have Cover orders and will 
fire as soon as they see you. Be 
sure to put Gennady’s long- 
range scan to good use. Watch for the enemy in the entrance area as 
Have both groups converge soon as you open the doors. 
on Room 13.and finish off any 
remaining enemies in Room 
14. This will be a bloody fight, 
but your team is well-trained and ready for it, by now. 


hallway. Save a couple of action points for 
covering at the end of each turn. 
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